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SOFTWARE 



support for your XL/XE 



TRANSDISK IV 




NEW! 



Now available exclusively from PAGE 6 SOFTWARE 

TRANSFER YOUR CASSETTE GAMES TO DISK WITH EASE! 

TRANSDISK IV is a simple to use utility that will transfer all your cassette games to disk - easily and quickly! 

• Handles any type of cassette format • Handles cassettes that load extra levels 

• Allows several games on one disk • Use all available memory on XL/XE machines 

• Handles cassettes that require full 64k memory * Full step by step instructions included4 

• Complete with chart of exactly how to transfer _ 

the more popular games PftCG £19, 95 



TARITALK 

THE QUICK AND EASY WAY TO 
TRANSFER FILES TO YOUR ST 



Now you con simply and easily transfer files fo your ST without 
ihe need for a costly interface- TARITALK will transfer text files, 
database information, pictures, music files, BASIC programs, in 
fact any file that has a normal DOS direcfory entry. Just plug in 
the TARITALK cable, run the software on each machine and 
your files will be transferred complete with full error checking. 

Please note that TARITALK does not convert files - it is up to you 
to make any amendments necessary to use the files on your ST 

TARITALK is £19.95 complete with cable, 
software and instructions 



SPELL ME 

Let your young ones enjoy 
learning with your XL/XE 

A delightful program to teach four to five year olds the alphabet 
plus word recognition and ward and picture association. Guide 
them with those first steps whilst also teaching them to enjoy the 
Atari as a creative tool. SPELL ME has been written by a qual- 
ified teacher and has been enjoyed by hundreds of Atari 
owning youngsters. Why not let your children enjoy it too? 

SPELL ME is available on cassette at £4.95 
or disk at £4.95 exclusively from PAGE 6 
SOFTWARE 



COMING SOON - MIDIM ASTER 
The Midi seauencer and music 
player for your 8-bit Atari 



THE BIG DEMO 

The best demo ever produced for the 
XL/XE, Great graphics, excellent music 
and the best sampled sound ever 
heard on an 8- bit Atari (even beats a 
lot of the ST stuff!) 

Con you afford to mis* out any longer? 
THE BIG DEMO is £3.95 

Pease note mat some- or scrolling messages contain wards, ihar 
same people minhi object To and ttie (Hk should not be 
Considered ijHablK "or young ctiildran. The BIG DEMO requires 
a 1050 disk drive and will not run ruily win any other drive 



OFFICE II 



Possibly your last chance to purchase 
the best piece of serious software cur- 
rently available for your XL/XE 
WO&D PROCESSOR - SPREADSHEET 
DATABASE - GRAPHS - LABEL MAKER 
all in one great utility 

We have just purchased the last remain 
ing stocks of this fine piece of software - 
first come, first served! 

OUR PRICE £14.95 SawHonlOT) 



TIME & MAGIK 

Your last chance to purchase a copy of 
Level 9"s top adventure trilogy. PAGE 6 
has purchased the last stacks of this fine 
adventure threesome - this will definitely 
not be re -released! 

DISK or CASSETTE £9.95 

(saving £5 on recommended price) 



All items on this page may be ordered with the order form on page 49 or by writing to 

PAGE 6 T P,0. BOX 54, STAFFORD, ST16 1DR. 
Credit card orders may be telephoned to 0785 21 3928 of FAXed to 0785 54355 



'The magazine 
for the Dedicated 
Atari User' 




GREENFINGERS 

How does your garden grow? 
Type it in and see! 



SUBSCRIPTIONS 
Annual subscription rates (6 issues) 

UK £10.00 

Europe £15 00 

Elsewhere (sea} £15.00 

Elsewhere (Air) £21.00 

Overseas fare* relleet only irw <Jin»r*nw in postal costs 

NEW ATARI USER ON DISK 

A disk containing all of the S-bil programs 
from each issue of NEW ATARI USER is 
available either separately or on subcrip- 
lion. Single price £2.95 per disk, Subscrip- 
tion rates (6 issues) 

UK £25.00 

Europe £32,00 

Elsewhere (sea) £32 00 

EJse where (Air) £42.00 

Please make cheques payable to PAGE 6 
PUBLISHING and send lo Ihe Editorial 
address shown below 



SUBMISSIONS 



its read- 



PAGE 6 welcomes and encourages its 
ers to submit, articles, programs and reviews 
lor publication Programs must be submitted 
on disk or casselie, articles should wherevef 
possible be submitted as text itles on disk. We 
seek to encourage your participation and do 
nol have slnci rules 'or submissions. II some- 
thing interests you. write a program or article 
and stibmii it! Appropriate payment will be 
made for ail published programs and articles 

All original articles, programs and otner mate 
rial in NEW ATARI USER is copyright of Ihe 
author as credited. All uncracMed material is 
copyrighl PAGE 6. Unless containing Ihe by- 
line All Rights Reserved' any material in 
NEW ATARr USER ma/ be reproduced by 
User Groups and Other non-profit making 
organisaiions provided that the author's name 
is included and PAGF ti is credited as the 
original publisher Permission lo publish else- 
where should be oblamed Irom PAGE 6 or the 
author. Editors of newsletters reproducing 
material are requested to send a copy of the 
reievani issue lo the Editorial address of 
PAGE 6. Whilsl we take whatever steps we 
can to ensure the accuracy ot articles and 
programs and the contents of advertisements. 
PAGE 6 cannot be held liable for any errors 
or claims made by advertisers. 

ATARI (TMJ is a registered trademark o' 
ATARI CORP. All references should be so 
noted. NEW ATARI USEH is an independent 
publication and has no connection with Atari 
or with any other company or publisher. 



The next issue of 
NEW ATARI USER 
will be on sale 26th July 
Editorial copy date is 16th June 
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THE CREDITS 

All of the usual sluff is mi p^r 'A bin here arc 
c}]f pt-xtplc who madr this issue possible. 

Les Ellingham did the editing, layout and 
everything else las well as helping with the 
cricket nets, trying to get sens* out of I he 
Gas Hoard, trying tu fmcl a tjluslertT and 
tukiltu, a li11 It- 1 iint- out building clrv Hl4sn<" 
walls in the bedroom t) 

Sandy looked after the advertising and mail 
order and lots of other things 

fohn R. BarnsJey is stilt doing this and that, 
inusdv lliis wljii h doesn't Itwc a lot of lime 
for that- 

Mrs S. Busby ha> HOW lakcn 0VCT from 
Stacey MitehHI. She's still sell lint* tn and 
we'll let vciu knciw huw she t*ets on provided 
we dcm'l all go down with Mad Cow disease 
acid can stand lhai funny smell from her 
wellies! 

The Regular Contributors, who provide the 
backbone of the magazine and can generally 
be relied upon In t ome up with gntxl articles 
tint I reviews, are .... 



Garry Francis 
John s Davison 
John Sweeney 
Damon Howarth 



Mark Hutchinson 
John Davison jr 
Paul Rixon 
lan FinLayson 

All other contributors for this Issue are indi- 
vidually credited alongside their articles or 
programs. Thanks to everybody for sharing 
their work and enthusiasm with other Atari 
users 

Goodbye Matthew ... and thctnJ($ 

The cover picture Is by Paul LJngwood and Lhe 

hands belong to our local tax Lnspector |we had 
to shave all the hair offl 

.V'jj' rjiNKir Jfn'-s \\nv from Robert Earl Keen Jr 
(touches of John Pn'ne and Lyie Lovett) together with 
new ones from Suzanne- Vega, Johnnu C.btHfQ mtd 'She 
Rem of Van Morrison 17b minutes \mdht} Also 
r/i i/.-r's .'irif^dt- that takes time Jo grow. Martha's 
Vineyard. The Cowboy Junkies and Christ as U>cH 
as- many of the regular*. Ifjoks tikr the music is 

., Lujik !lii.s \wiu: 1 1 ih ■ time iFn'.s is fimnhtri 
DaiMei Lanoix ftiuM fte inrtutleri but buying CDs in 
HnifJrwrJ t<;:i\, UHirfirmrllu ift-'er Ifi/iri in,!' If,' in aei fi 
bottle of tllertfiridiih m SfitM.ii Arai)ia! 

NEW ATARI USER i* Lhe rtLkguinc, 
PAGE B 1* the uontcpt- WJacTCTcr you see 
PAGE 6 you'll know what It nuuu! 

Th* next k*ue of MEW ATARI USER could fea- 
ture YOUR article or program, 
so SEND IT IN NOW! 

PAGE 6 shou.iSjlx.Sf whiil ijcjij ctiri rir> jn'jFi i/Kjitr Alan. 
With the exception q/Jlnal output on a Linotron atid 
use of a repro camera for the listings ami photos, lhe 
m/tgatbtoB is prepared entirety with Atari based equip- 
ment and software - not a .Wdifirrrrivli or IBM (n Wfghu 
Hardware osed include* I30XE, 1 050 disk drive. 810 
disk drive. 410 cassette toccasionallyff. 850 Interface. 
,VEC 8023 prmter. 104OST. SMI 24 Monitor, Mart 
SH204 hard dink dtiife, t'wmnnn I rm-tj disk drriK', 
Epson HX 1 00 iwinttT, Hzfocera laser printer. Microstuf 
fvr printer buffer. Software Includes Superscript, 
Turbo Basic. Kermtt. PC. frUenoomm. TAMTAi.K. Wn( 
Wlz, STWriier, I'rotext mtd Heet S\wt Publisher 
Articles ami programs submitted art XL/XE disks are 
subjected to various custom written pragraMU Infarv 
betrtg Iran^fcnvd acrem to tF« r ST via TARI TALK. AU 
major editing is done wi\h Proiejd and pages are laid 
..mi s j ■ 1 1 1 1 f Jr yi Srr.'r.' fnhUsher. A disk aim lhe fin- 
ished pages is sent up lo The Setting StltdfO tti New- 
caxtlv hi J.ypt'set trrt^ fcrnxwiu utho really Jtnou' what 
Ihey are doing with the STf to be output nti a Unnt rtjrr 
iWK) riml, iu'i) prvsio.. finished pages are seni back. It 
really does work ■ at last? Aft that Is lefi is to drop in 
the Usimgs and photos. Well, it's run quite «-> eusy as 
that, bui you get tlw iiien.' 



SHOW TIME AGAIN 

Tli is issue should reach you jusl before lhe Atari 90 Show at Lhe Novotel buL this 
editorial Is being written some six weeks beforehand and I can t help wondering, or 
worrying, about the show. The last Atari show hosted by Database last June was a 
flop with only hall the number of visitors from previous shows turning up and 1 hope 
that the same thing doesn't happen with Atari 90. Atari seem lo have the ri£hl ideas 
about pricing for the public with admission at only £2.00 although they are getting 
their money back from the exhibitors as the stands are the most expensive of any 
show we have attended. Most visitors don't realise the cost" to an exhibitor of 
attending these events and small companies such as ourselves need to do a lot of 
selling Just to break even. Whilst It is nice to treat these shows as a public relations 
exercise, as most of the big companies do. we have to be realistic and try not to lose 
money. We will, as usual, he supporting both the XL/XK and ST machines bui we 
need to put more emphasis on the ST side since that is where the money now is. Just 
how much 8 -hit support there wilt be Is open to question but we do know that Miles 
Better Software . for one, will be going with, hopefully, a lot of software bargains for 
you. Lefs hope that there are a few more stands giving 8-bit support. 
All we can do I suppose is go along and hope that you all go to, Let's hope too that it 
is not filled with irrelevancies like Atari PC's and TTs which are of interest only to the 
the minority. It will be good to see you all there, we'll be downstairs on stand 120! 

RADIO SHOWS 

Continuing the show theme but on a much lower key, I wonder how many of you go 
along to the various amateur radio rallies that are held in various parts of the 
cuuntry r ? There was one in Birmingham over Easter and, whilst I could not ^ct along 
Lo it, Derek Fern who does a great deal to support the 8-bit hardware wise had a table 
and reported brisk business and a lot of interest- These rallies are more suited to the 
hardware buff than those interested In software so I wonder how r we would fare If we 
went along to one as an exhibitor? One ihing that these have over other shows is that 
they are held in all different parts or the country and could provide a unique 
opportunity to meet readers that don't venture down to the Big City and the Big City 
shows. Besides, at those, there is little opportunity to chat since we have to sell, sell, 
sell to get our money back. Perhaps some of you could drop us a line and let us know 
what you think. Would you come along to see us at a radio rally'? I understand that 
there is one coming up soon in Nottingham but there are many others all over the 
country, does anyone have the details? 

The Alternative Micro Show last year was really great and these small shows may well 
be the future for the 8- bit. Incidentally we hear that this years Alternative Micro Show 
will again take place in StalTord in November. Couldn't be better for us! 

SOFTWARE SUPPORT 

Those of you who read our Accessory' Shop updates (free if you ask} will have noted 
that we have obtained an agreement with Database Software to market Mini Office II 
for the 8-bit now that the original stock is sold out, This is great news lor all Atari 
owners as it means that we are able to keep one of the best serious programs from 
dying away. We have done the same with Transdisk IV and Midima^ter and. Itopcli.il 
ly. w r e can continue to do this with other products w r hich would otherwise disappear. 
Then 1 art 1 still plenty of games around but the more serious software is fast disappear 
ing and it is unlikely that any new stuff will appear. Did you know, for inslance thai 
Atari have a, supposedly, top -class desktop publishing program for the XL/KE. that 
they do not wish to release because it is only on disk? The distribution situation in 
the country is such that only cassette based software has any chance of making it to 
the shops. Funny that, as we find Just the opposite, we can't get rid of cassettes but 
disks sell fine. Most probably, it is because our readership consists of the more 
dedicated Atari fan. Anyway, this DTP* program was offered to PAGE 6 just before 
Christmas and we would dearly love to market it but we just can't get Atari to send us 
a copy. Believe me, we have tried! If anyone fancies dropping Atari a line to support 
the cause, please do so and let them know that you still want serious software and if 
the author of said program is reading this perhaps he would gel in touch since his 
program Is currently gather dust rather than royaltiesl 



Jim ^Itinak 
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There will be even more hardware 

at the Atari 90's Show. 



There'll be more of everything at the Atari 90 s Show. 
More hardware. More software. More exhibitors. More 
experts. 

And more "worfd firsts" in the Atari Showcase 

Youll find the worlds first pocket-sized PC - the Atari 
Portfolio; the world's first multi-processor workstation - 
the Atari Transputer Workstation; and the world's first 
colour hand held video games machine - the Atari Lynx 

Naturally, the rest of Atari's huge range of products 
will be there too, including the highly-acclaimed range of 
PC compatibles and the powerful new ST machines. 

There'll be people on hand to help you choose new 
equipment 

Or, if you simply want to get more out of what you've 



already got, there'll be free seminars, user workshops 
and technical clinics. And, in our massive games arcade, 
you can check out all the latest software 

Admission is just £2, or bring the family for £4 
(2 adults, 2 kids. Extra kids El). 

The Show's on from 1st - 3rd June 1990. (Friday 1st 
and Saturday 2nd, 10.00am - 6.00 pm. Sunday 3rd, 
10.00 am -4,00 pm.) It's at the 
Novotel Exhibition Centre, 
Hammersmith, London. (Nearest 
tube Hammersmith.) 

Don't miss it, or you could 
miss out on a whole new decade 
of computing 



A ATARI 



SUBSCRIPTION OFFERS ... SUBSCRIPTION OFFERS J 




A subscription to NEW ATARI USER is well worth while as it ensures that you are not the one who 
is five minutes too late at your local newsagents when the next issue is snapped up and it helps 
us to keep publishing the only magazine to support all Atari home computers. If you love your Atari, 
keep feeding it the best diet around - NEW ATARI USER every couple of months. II you subscribe, 
a copy will drop through your door just when you are expecting it 

Subscribe now - you know it makes sense and a subscription helps to ensure that NEW ATARI USER 
continues to bring you the best for your Atari 

Subscription prices (for six issues) are £10.00 for UK - £15.00 for Europe, £15.00 for surface mail outside 
Europe and £21.00 for Airmail outside Europe. Overseas rates reflect only the difference in postage 



MAGAZINE & DISK 



GET DISKED! 



XL XE (and 400/800) owners can take out 
a Disk Subscription and not only save 
money but also get an ATARI USER disk 
box, holding up to 50 disks ABSOLUTE- 
LY FREE! This disk box retails at £4.95 
but is yours FREE when you take out a 

new Disk Subscription. AND GET A FREE ATARI USER DISK BOX* 



A Disk Subscription (including the magazine) costs just £25* and that represents a saving of OVER 
£3 against buying the magazine and disk separately! Add the cost of the disk box and you are SAVING 
AROUND £3! Don't it just make sense? 

Discover the fun of all those great DISK BONUS programs from the next issue 
- tick that box now and have fun when the disk and mag drops through your door 

* UK Price, FREE DISK BOX OFFER APPLIES ONLY TO THE UK. 



YES 



I want to show my commitment to Atari by subscribing to NEW ATARI USER 
Please commence my subscription for SIX issues from Issue 45 as follows 



] I enclose Cheque/Postal Order for £ 

A^drCSS itiiinaaiaaiiti............,,.,,,, 



] I wish to pay by Access 'Visa 1 MasterCard.' Euro card 
- Card No: 

□□□□□□□□□□□□□□□[ 

] ORDINARY SUBSCRIPTION UK £10 JO Europe £15.00 Expiry date: □□□□ 

Elsewhere Surface £15.00 Elsewhere Air £21.00 
] DISK SUBSCRIPTION UK £25.00 Europe £32.00 p,ease deb *t m Y credit card with the amount shown above 

Elsewhere £42.00 

Signature , 

I understand thai a UK Disk Subscription entitles me la a FREE DISK BOX which will 
be despatched as soon as my subscription is processed . 

Phase teef free to photocopy this form or write your order (cteariy phase'} it you do not wish to cut the magazine 
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NOT A FANTASY! 

Shortly after the copy date for the last issue we received a 
press release from Fantasy Productions in Harlow advising 
of the release of a nrw ran^t" iif programs for Ihr XL/XK. Thr 
company's first release is titled POD 1 which Is described as 
luv.-irii.' I m • !-■ r i ? maul hs in llu- making arid JVnluritis* some of 
thr highest standard multiload background screens seen on 
the Atari" along with "the most atmospheric introductions 
wilh high quality music and gamcplay". It doesn't actually 
say what the game is about! 

PQD 1 Is to be released on disk only at £6.95 and is to be 
followed by FLUX THE FLEA In June at £fi.i"*5 ort disk artel 
£2.95 on cassette, ELECTRGFAX In July at £14.95 on disk. 
10 DOWNING STREET in September at £6.95 on disk and 
£2.95 an russt'Mc and, finally. FOd 2 in December, again on 
disk only at £8.95. Fantasy say that they will be supporting 
the tf-bit Atari throughout the year and. depending on sales, 
throughout the early part of tht 90's. 

Wr haw no information on how the games will be distri- 
buted and since the major distributors will not touch disk 
basrd software for Ihe Atari. Fantasy may well have prob- 
lems with sales. We can only suggest that you try the mail 
under suppliers like Sunaro. Calllsto and Miles Better to sec 
If they have these games in stock. 



POSTMAN PAT'S NON 
DELIVERY 



If you have been patiently waiting for Pat and Jess to turn 
up at vc.uu hunt dour, I hen you are going to be disappointed 
because Alternative have given up on the Atari 8-blt version 
of the game. We are not sure why because. Judging by the ST 
version. 11 should be quite a simple game to implement on 
the 8-bit. Better news is that Alternative do plan to release 
other titles for the 9-bil. A new label has been launched 
called Friendly Learning and will feature a number of li- 
cences of children's favourites including Thomas The Tank 
due out on the Atari 8-bit in June. Most of the titles are 



planned for the ST but Alternadve do say that they intend to 
release many of their titles on the 8-bit during ihe year, The 
Friendly learning titles are educational and include THO- 
MAS THE TANK'S FUN WITH WORDS, SOOTY AND 
SWEEP'S FUN WITH NUMBERS and POSTMAN PAT'S 
SHAPES AND SIZES. These will all he at .ill! i. ViVi on Ihe ST. 
Another 8- bit title due soon is STORM FORCE produced In 
conjunction with the Koyal NaUonal Lifeboal Institution who 
will get a proportion of the proceeds. 

ALTERNATIVE SHOW 

We have now had confirmation that the Fourth Alternative 
Micro Show will be held at ihe Binglcy Hall, Stafford on 
Saturday 10th November where the usual delights of 8-bit 
bits and pieces, amateur radio and sundry bargains will be 
available. Last year s show was great and we will definitely 
be at this year's. The cost of a stand is <[tiite reasonable and 
the show is open to hobbyists and user groups as well as 
businesses. If yuu art; going to book a stand please let us 
know and we will. In turn, let our readers know what to 
expert. 



HARLEQUIN 



We now have details of (he range of games I hat Harlequin 
intend in release over the coming year. Firstly there is the 
already advertised PLASTRON which should have been 
around for a while now together with zero war and PRO- 
JECT XANTHION which are imminent, all priced at £7.99 
on cassette and £9,99 on disk- In August you ran expert 
MENACE at £9.99 on cassette and £12.99 on disk followed 
in Sep I cm her hy SHADOW OF THE GHOST at £12.99 and 
£14.99. Also due In September are KICK OFF PLUS. PLAY 
ER MANAGER and DEFENDERS OF THE EARTH. The first 
of those is £7.99 on cassette and £9.99 on disk and the 
others are £9.99 on cassette and 4112.99 on disk. Suunds 
like some good stuff is coming our way. We'll bring you 
reviews as soon as we get the review copies. 



CALLISTO COMPUTERS 

DEPT A3. PO BOX 233. SHEFFIELD, S6 4AZ TEL: (0742) 326533 



ATARI SOO/XUXE 



ROM CA Ff TFttDGES 

Arch On, Bgani Rider, Caverns of Mars. 
Defender, Oreadnaipght. Eastern From. 
Food Fight, Galasians. Hero. Joust, 
KtfcOOrfi, Missile Command, One on 
One, Packman, Pole Position, Rivir 
Raitf, Star Raiders. Tennis. US Football. 



GAMES 



ISO ... 

ArKarloid 

Astrodrold 

Ball blazer 

Black Lamp ,. 

Blue Max 

BMX Simulator 

Bop A Wreillfr , 

Baulderdaaht 2 
Colossus Chess IV 

Cosmic PI rat* . 

Crack up r , 

C*p4 rV Robbers . 
Daylight Robbery 
Domain Of Unctead 

Draconua 

Drelbs 

Druid 

Encounter , 

Exploding Watt . 

Fantastic Soccer 
Football Manager 
Fruit Machine. Sim 
Gauntlet 



Cass 


Disk 


2.95 




2.95 




2.95 


6.95 


9.50 


9-95 


7.75 






4.95 


2.95 






5.95 


2.95 


5.95 


&.7S 


Ji.75 


2.95 




1.95 




1.95 




1.95 




2.95 




5 95 


9.95 




4. SO 




5.95 


2. 95 




2,35 




2.9S 


4. 50 


295 




2.9S 




2.95 





G ho. 31 busters; 

Grand Prix Sim ....... 

Green Berel 

Gridrunner 

Gunlaw . 

Hardball „ _ 

HawkquesJ „„,„,„„ 

Henry's House 

Hover Sever 

International Karate 
Joeky Wilson Dart 

Joe Blade 

Kennedy Approach 

Kenny Dalglish 

Las vega* casino 
Little Devil 



Living Daylights 

Lone Raider 

Mad Jax ,. 

Mirax Force 

Mountain Bike Racer .. 

Mr Dig .„, Ir ... 

Mr Robot 

Httemarea 

Nln|a C&mmando .... 

Panther ,,„.. 

Periscope Up 

Phantom 

Planet Attack 

Protector 

Quasimodo 

Red Max 

Rescue or Fractalua .. 

Revenge II ,. 

Robot Knight 

Rosen's Brigade 

S. Davis Snooker ..... 

Scary School 

Screaming Wings .... 
Shanghai 







2.95 




2.95 




1-95 




1.BS 




2,95 




9.50 




1.95 




1,95 






sis' 


2.90 


4.50 


1-95 




9-75 


8.75 


7.75 


11. SO 


2.95 


4.50 


2.95 




2.95 


4.50 


3.S0 




2.95 




2.95 




2.95 


4.50 


1.95 




4.50 






6.95 


2.95 


4.50 


1.95 




1.95 




2.95 


4.50 


2-9S 




2.95 






49S 


2.95 






5.9S 


2.95 




2.96 


5 ■95 


5.5Q 


5.50 


1.93 




2.95 




2.90 





s.dewinder 2 95 

Smash Hits 7 

SolO Flight ... 8.75 

Space Wars 2-95 

Speed Ace 2.95 

Speedrun , 2.95 

Speedzone ._ 2.95 

Spin dizzy 2.95 

Spy Hunter 

Spy v> Spy 2.95 

Spy vs Spy Island .... 2.95 

Star Wars 8.95 

Sun Star ......^ 

Tat I pf Beta - .— 3-95 

Tiger Attack 7.75 

Touchdown Football 

Twilight World 2.05 

War Copter 3.75 

Winter Events 2.95 

WlzzardofWor „. 

Zaxxon 4.95 

Zybex , _ 2,95 



£.95 
8.75 

4-50 



4-95 
4.50 
4.95 

1Q.95 
4.50 
4.95 

6.95 
6-05 
4.95 
4,50 



WAR GAMES 


Csss 


Disk 


Con. Vietnam 


9,75 


8.75 


Crusade in Europe , 


9,75 


9.50 


Decision in Desert 




8.75 


Knights of Desert 
NATO Commander 




8.75 




9.50 


NON-GAME SOFTWARE 


Cass. 


Disk 



ADVENTURES C9»3 Disk 



G.50 



Cnome Banger 

Gunsltnger 

In grid's Back 

Kmfjril Ore 

Lapis Philosh. 

Scapegnost .,„ „. 

Seastalker 

Silicon Dreams 

Suspect . ^ 

The Pawn 

Time Si Magiek 



COL. O UHS PA CtE S.SO 
Jeff Mmrer's Light Synthesiser 
Qmuiu On it 



e.75 

12.75 
7.95 

12.75 



12.75 



8.75 
5.95 
12.75 

5.95 
12.75 
l 1.50 
12.75 
1 1.50 

5.95 



ACE C Language .... .... 2.95 

B-Graph 9.95 

Cut-N-Paate .... 9.95 

Fig Forth 2.95 

Graph It 4.50 

Horn* Fittng Manager 5.95 

Letter Wizard _ 19.95 

Planetarium .„, 12.95 

Statistics 4.95 

system e Pools ...... 2.95 

Tech ni colour Dream .. -S.75 

Time wise ..... 

Touch Typing ,,,,,, 4 75 

Turbo Bask 

Turl Form 2.95 



8. 95 
9.95 

3.7S 



NEWS S TA TtON 23. SO 

Dtrttop Publishing S«t*fn |d«sh onlyi *Hh 
FREE art program and Innt editor 



EDUCATION 



Juggles House 
Junior Maths 1 ... 
Junior Maths. 2 ... 
My Ft rat Alphabet 



Cass Disk 



3.75 
3.75 



5. 95 



6.95 



E5 



Can't find what you want? Then send for out free catalogue of Atari software 
All Atari 8-bit orders include free membership of the Callisto Computer Club 

AM prices include VAT, postage and packaging for UK orders over €4.00. Please add 40p for orders under £4 
EEC countries add 75p per order. Non-EEC countries add CI for first item and 75p for each additional item 

Make out cheques and postal orders to Callisto 
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Mailbaq 



Got a point 
to make? 

Got any 
questions 
to ask? 

Write to 
Mailbag 
P.O. Box 54 
Stafford 
ST16 1DR 



A SUPER XL? 

I use my SOOXL, 1050 drive 
and an Amstrad DMP3160 
printer to help with my 
administration of my local 
pricket club. 1 use Mini 
Office U< Visicalc, Text pro 
and Print Shop for most of 
the time and am getting 
tired of the continual 
changing of disks when 
loading different programs 
or files. Having used an IBM 
clone with hard disk at 
work I realise that if i could 
afford to purchase the lat- 
ter it would probably solve 
my problems. 
What I do have though is 
the main 'hoard' from a de- 
funct SOOXL which I would 
like to link up to my 
machine to make use of the 
extra RAM etc. Would this 
be possible in some form? If 
so how would I go about it 
and would it mean that I 
could hold more than one 
program in memory? Would 
it also be possible to have a 
menu from which I can load 
different programs as I do 
at work? 

Graham Winn 

Southend, Essex 

The extra board is virtually 
useless Jor this application 
although you might be able to 
use the RAM chips in another 
application. It is quite possible 
to extend the SOOXL to 256k 
or even 512k but the main 
problems are in writing the 
software to iake advantage of 
the extra RAM. In theory a 
512k machine could load sev 
end programs, holding them 
in high memory and switching 
them to normal memory on 
command hut the software in- 
volved u*outd be as compli 
ruled to write as the originul 
programs themselves and I 
cannot see anyone doing it. 
Even on machines like the ST 
switching of programs is not 



c ommon and is fraught with 
problems. A hard drive may, 
as you say. be the answer to 
your problems and a hard 
drive is available for the XL 
from fCD (distributed by Fron- 
tier Software in this country) 
but it will set you back around 
£8001 Even then you may 
have problems in transferring 
programs like Mint Office II 
which normally need to be 
booted from drive J. If I were 
you, I would be satisfied to 
know that your humble &00XL 
van rapt* with the tasks you 
need and put up with a little 
bit of disk swapping. 



READ THE ADVERTS 

I would like to know how to 
go about getting a software 
game that has been adver- 
tised in your magazine, the 
game I would like is Darg 
which Is available on 
B.Ware Software price 
£5.95. Is it for use on the 
XL/XE range? Also can you 
tell me If Skull Duggery is 
available on the XL/XE? 

T.A Summerskili 

Lancaster 

As we stated in the review, 
Dory is only available direct 
from B. Ware whose address 
is 19 Southfield Road, Hinc- 
kley, Lelcs. LEW 1UA. They 
take credit cards and you can 
reach them on 0456 613377, 
Whenever you want software 
please check out the adver 
tisements in the magazine, 
BAVare have an advertlse- 
ment on page 1 7 of the issue 
in which Darg was reviewed 
and there are other advertis- 
ers who you can contact for 
software rather than writing 
to us. The advertisements are 
an important pari of the 
muf.fay.inc since these people 
are the only ones giving sup- 
port for your machine and 
they need your support in 



turn. If you don't take notice 
of the advertisers they will 
eventually gii?e up and stop 
<idverttsing arid when thai 
happens you may weU lose 
the only magazine that is de 
voted to your computer. So 
please, always read the 
adverts. Skull Duggery is not 
available on the XL/XE but it 
is. basically, a ropy of Boul- 
der dash or Iknildenlash 2 
which are available. Check 
the adverts! 



TEXTPRO TIPS 

I wonder how many readers, 
like myself, who bought 
TEXTPRO 1.2 and DAISY 
DOT II from your public do- 
main library have found 
that TEXTPRO does not 
produce the backslash char' 
acter (SHIFT-LEFT ARROW 
on the SOOXL) which is 
essential for DAISY DOT 
print format? The arrow 
keys only operate cursor 
movement with either Shift 
of Control. 

Quite by accident I found 
the correct sequence - 
ESCape -SHIFT-LEFT 
ARROW - and this is used to 
produce the upper case on 
all four arrow keys. What a 
pity that, in spite of the 
massive 22 page manual, 
this was not mentioned, 
Possibly all this is eleme- 
ntary to most of your read- 
ers but I thought it worth a 
mention if only to help the 
few who might have the 
same problem. Thank you 
for an excellent PD library. 
Most of your disks , and 
especially TEXTPRO and 
DAISY DOT are worth many 
times the asking price. 
Keep up the good work. 

D.E. Fogerty, 
Salisbury 

Thanks for the tip. Never 
assume that all is elementary 
to other users, many just give 
up when they come across 
problems like this and never 
use the software again. Some- 
one, somewhere will now get 
out Text pro and Daisy Dot 
and start using them. Any 
other tips like this are more 
man welcome and stand a 
good chance of a mention. 
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MORE HARDWARE 

Is there any chance of y ou 
continuing with the EX- 
PANDING YOUR ATARI 
series from Issue 32? I've 
been waiting for a long time 
for somebody els* to write 
in and ask for it but nobody 
did so Tve broken the habit 
of a lifetime and actually 
written my first letter to a 
magazine. 

It 1 a a great magazine h keep 
up the good work. How 
about doing reviews of your 
PD software? 

T\ Brill, 

Orpington 

We discontinued the series 
ment toned because there 
were mistakes in some of the 
articles and since we know 
little about hardware oursel- 
ves it is iMrtuaUy impossible to 
check out hardware projects 
before publishing them. The 
article in the last issue on the 
write protect switch aroused a 
lot or interest and comment 
and. if we get more projects 
like this written up we will 
publish them but only if they 
come from sources we know 
are reliable. It is not worth 
publishing details of projects 
which may not work or may 
even damage your computer. 

MOUSE TALES 

Please could you tell me if 
there is a special mouse for 
the XL/XE computers? If 
not can you use an ST 
mouse on the XL/XE games 
and software? 

Gary Jones, 

Leigh -on -Sea 

There is no special mouse but 
an ST mouse can be plugged 
into the Joystick ports and wilt 
work without problem, pro- 
vided that the software you 
wish to run has been written 
for mouse control Virtually 
every commercial game is 
written for joystick onlu and 
so plugging in a mouse is no 
good. Our Multi- Mouse article 
ill Issue 42 contained a driver 
for a mouse so that you could 
write your own software and 
; ) r t n l\u is s i (( h as Dia r nor id 



(i()S also use a mouse hid if/ it' 
chances of commercial games 
ever being written to use a 
mouse is. unfortunately, 
remote. 



GOOD SERVICE 

Whilst reading Issue 36 of 
New Atari User I noticed 
your article on page 10 
about Mr E. Hughes offering 
to make copies of the 
games he has typed in from 
listings in the old Atari 
User. Since then I have 
twice sent the necessary 
i.e. CGO tape* £1 cheque 
and s.a.e. to Mr Hughes and 
have swiftly received the 
tapes back full of games. All 
the games have been re- 
Loaded and tested satisfac- 
torily by Mr Hughes before 
he has returned the tapes, 
Just thought I would Let 
you know what a good, 
quick and efficient service 
Mr Hughes is providing as 
your article suggested you 
would like some feedback. 

Owen Morgan, 

Stockport 

Thanks for taking the trouble 
to writej Owen. It is good to 
hear that Mr Hughes is pro- 
viding a useful service to Atari 
users and long mag it con- 
tinue. We don't unfortunately, 
often get letters praising good 
service, more often people 
only write when something 
goes wrong but I hasten to 
add that tve haite not received 
any complaints at all as Jar 
as Mr Hughes is concerned. 



SAVE THAT SWITCH 

I own an Atari 6SXE and, as 
you know, when you wish to 
load a boot cassette the 
manual says that you 
should switch the machine 
off and then on again whilst 
holding the START and OP- 
TION keys down. Well. I 
thought it would be a good 
ides to point out that you 
can load boot cassettes 
without the power switch 
being used. If you type 
X-USR(58487) then, whilst 

holding START and OP 



TION, press Return, the 
screen will go black for a 
moment and then you Will 
get the normal blue screen 
and a single beep to tell you 
to load your cassette. 
This will save wear and tear 
on the power switch, Most 
programs can be reset using 
the Reset key but there are 
some which will still need 
to be reset using the power 
switch. 

Brian Wright. 

Bishop Auckland 

ORDINARY CASSETTE 

I have an 800XL and ID 10 
cassette recorder and as 
you are no doubt aware . the 
play buttons are inclined to 
break. Although I am able to 
purchase replacements 
(from Derek Pern) I should 
like to use my standard cas- 
sette deck as a standby 
whilst awaiting new but- 
tons. Could you please tell 
me which pin-outs to con- 
nect to my recorder, 

B. Rolfe 

Mersey side 

Unfortunately you can't use 
an ordinary cassette recorder 
with your Atari wiless you 
have got a specially built in- 
terface. A few years ago there 
was such an interface avail- 
able from one of our advertis- 
ers but this was discontinued 
some time ago. You'll Just 
have to wait for the buttons. 



RUNNING A BUSINESS 

I am at present using an 
800XL and 1030 drive with 
a 1029 printer which, cou- 
ple with Vlsicalc and Mini 
Office II I am using to run 
my business, I wish to up- 
grade to an Atari ST system 
with printer but first would 
like to know what system/ 
software I could use and 
whether I would be able to 
transfer my business data 
(mainly Vlsicalc) to the new 
system. As I manage most 
of my work on the spread- 
sheet I have no dire need 
for a word processor or 
database, although a 



graphics package would be 
useful I would be grateful 
for any help you could pass 
on. 

Paul Fortune 

Exeter 

if your 80QXL can cope with 
your business needs then any 
ST will do. there is no need to 
go to i Mb and hard disks and 
the like. There are a member 
of spreadsheets Jbr the Sl\ all 
of which ivork without prob 
lem but. strangely. Visicalc is 
not available. I use VlPProjes 
sional which is excellent and 
which can now be picked up 
(split from the Atari Business 
packs) very cheaply. I can't 
say for certain but VIP should 
be able to accept Visicalc data 
depending on how the 8-hit 
version of Visicalc can save 
filrs. You might have io re 
save your Jiles in a different 
formal. Data can be transfer- 
red to the ST with our own 
TARTTALK and you should 
have no problems in getting 
all of your data across. The 
only problems you might en- 
counter are in translating 
data to use in programs on 
the ST but most of tlie time ti 
can be done quite simply - 
Your 1 029 printer is no use 
with an ST but you can pick 
up Centronics printers like the 
Citizen 1 20D and Panasonic 
models quite cheaply and no 
extra interface Is required. 
Bear in mind that software on 
the ST is expensh>e. Mini 
Office ft, for example which 
cost £19.95 for the six prog- 
rams on the 8-bit is entailable 
but only as six separate mod 
ules (some are still to be re- 
leased) the total cost of which 
is over £150! Unfortunately it 
is impossible to give. firm 
advice an exactly what soft- 
ware you should use as much 
depends on personal pre fer 
ence. Whatever you use. you 
may i veil find thai added fea- 
tures make it a much longer 
process to team to use the 
software properly. I ivould 
suggest that you go along to 
one of the Atari shows OT find 
a good retailer who can show 
you the differences between 
different packages. Try Soft 
ware Express En Plymouth 
who will. I am sure, take the 
time to advise you on what is 
attailable- 
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XL/XE TYPE-IN 



GUESS and 



COUNT 



Guess and Count is an 
educational game for 
the not so young and ... 
older children. An Atari 
computer with at least 
32K is required to run 
this program 




p 



laying this game Is very simple. The computer selects a 
word (5 letters) and it is your duty to find this word in 5 
or less turns. When the cursor appears type in your 



choice. 

If you can't guess a word you will be penalized by 10 points 

- If the word is found, a counter starts running from 0 to 9. 
Stop the counter by pressing the space-bar. This number will 
be added to your score 

- If you can stop the counter at 2' [wild number) you may 
choose any number from 0 to 9 to add to your score 

- The player who first reaches 7T is the winner. If your score- 
exceeds '77 1 you will be penalized again for 10 points. The 
points above 77" will also be subtracted from your score 

- If the word is found at one time the computer asks you If you 
want the 10 honus points (remember not to go above "77") 

- The first letter of the word you are searching for will appear 
on the screen in inverse video. Then type in a word that 
begins with this letter 

- Even- letter that is in the right position will also be printed to 
the screen in inverse video. It' one or more letters are in 
transposition you will be given only one of them 

- A player loses his turn: 

If the word isn't found 
If 5 turns are needed 
If the counter stops at "0' 
[f the score exceeds '77" 
[fa word is not guessed the computer will not tell you what it 
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by Robert de Letter 



was. This Is done to "save' words. The word will be added 
again to a string WORD$. Ml together there are 405 words to 
play with 

You can expand this program to play with more than 405 
words. To avoid a memory conflict leave out WS, The variable 
'F* contains the number of words used In this game. If all 
words are used (line 1220) WORDS is refilled with W$. If W$ 
is left out the game should be amended to re-read the DATA. 
To find all occurrences of W$<F h WORD$„ use my program 
FINDER (issue 37) 
- To see which words are used in Guess and Count" type in 
listing 2 with the main program in memory. After this type 
GOTO 1 0000 and press RETURN 

I hope that you enjoy Guess and Count, it may appear to be a 
simple looking program but it should prove quite a challenge 
to players of all ages. 



GUESS and COUNT 



EH 
PI 
CE 
HO 
RF 
FC 
nn 



REM 
Hf-H 
hem 

REM 
REM 
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M GUESS 4n4 COUNT W 

tt by Robert d# Letter m 

» if 

It MEN ATARI USER - June 1990 « 

HEM i r illl l HIT JUJ ll H lllt 

REM 



KO ID GOTO 152* 
01 20 REM 
HV 30 POKE 752 j PEEK C 75 23 =0 E RETURN 
Eg 40 FOR 1 = 1 T0 20 I SOUND 0 t 2ft, 10 , 15 E NEXT 

I E jOUHC 1 0,0,9,6; RETURN 
FN 50 FDR U-l TO 20 : SOUND 3 , IS , 2 , 4 ! NEXT M 

: SOUND 3, 9, a , 8 : RETURN 
ID 60 FOR 1=1 TO 50i SOUND 3 , 100 , 12 , IS ; REX 

T I : SOUND 3,0,0,9; RETURN 
RK 70 FOR K-9 TO 17 STEP 2 J FOR Y-3 TO 11 

STEP 2:P0SITI0N «,¥i? " " S NEXT Y2HEXT 

H J RETURN 

on oe for x=ze to 36 step a: for v=3 to 11 

STEP 2 E POSITION X,YE? " ":HEXT Y : NEXT 

H : RF T URN 
AT 40 IF T>=5 THEN 120 
PD lOft IF NB=D THEN 120 
YZ lift RETURN 
PK 120 PL = HOT PL : RETURN 

AN 13D FOR 1=15 TO 17:P0SITION 2>H7 ER5 E 
NEXT 1 1 FOR 1=19 TO 2 1 i POSIT ION 2,11? E 
RS:MFH'l I;RETURN 
Vuf 140 FOR 1 = 1 TO 160 : NEMT I; RETURN 
YE ISO FOR 1 = 1 TO 350:HEXT I : RF TURN 
OF 100 FOR 1 = 15 TO 0 STEP — 0 , 4: SOUND B, 12 

,Z,I:NEXT 1 i RETURN 
CP i?B REM ■4»Fi:ifl 

00 188 POSITION 2,l5i* "Player ";PL*1|- P 
r<ss Space-bar to stap . . . ,K i POKE 754,25 
S:GDSU8 1IB: H B = I N T C RND 1 6 J * 1 0 J 

EV 1*0 POSITION 47, 17 ! ? «*>>"; NO J ♦'<<■■ t SOUN 
D 3,20, O,0 

5G 20O IF PEEK f 704 3 -33 THEN 230 

RX 210 POKE 7A4 , 255 ; SOUND 3,0,0,8; NO = NO * J 
!IF NO>9 THEN HB = 0 

OC 220 FOR 1=1 TO 9 : NEXT I i GOTO 198 

PT 230 SOUND 3 , 0 , i , 0 i GOSUfi ISO : IF HB-2 TH 
EH GOOUB 1302 POSITION 2,17:? 
R. M:illT-,TJT3Jm ^ ! POKE 76 4 , 255 E GOTO 250 

OY 240 GOTO 270 

SH 25ft POSITION 2,20!? "S#l#Ct a ItUHbrr C 
0- 91 ■* i OPEN NJU4, 0, "K ; " ! GET Nl , K E IF K<4 
B OR K>G? THEN CLOSE Nl ; GOTO 250 

HH 250 CLOSE Hl;HB=K-40 

HZ 270 IF T=l THEN GOSUB 1 10 : GOTO 290 

KH 260 tObUB 14B:C0SUB 920 ! GOSUB 13OEC0SU 

B 90 2 GOSUB 148: POKE 7 64 » 255 E GO TO 35Q 
HC 7 39 PH S .it TON 2,15:? ' HBBBNB^TH m MitL VMZ 

MU 30O ? "DO YOU HAHT THE ID BONUS POIHTS 
-V/N'-EPONE 764,255: OPEN Bl , 4 , • , "K ! "t GE 
T HI , K 

OA 110 IF K=09 THEN NB=NB*10 : CLOSE »1 : COT 

0 200 

OL 320 IF K=70 THEN CLOSE ttl:G(lT(J 288 
ER 330 CLOSEBlifcOTQ 29* 
BC 3 48 REM MTTflEIM 

OH 3S8 GO j US 14B;P0S2TlON 2,15;? "PUvir 

"jPL+ij" lt*i your turn." : for i=i to z 

1 SOUND I j 16, 2,9 ! FOR Z = l TO 20 : RENT 7 
KL 3G0 SOUHD I H tJ , (J , 9 ; K 0 R Zr± TO 20 1 NEXT Z 

: Mb K T liCOSUft 150iT=l 
LY 370 IF PL THEN H-28 : Y= 3 2 GOTO 390 
AU J66 x=9;Y=3 

OP 390 GiSUB 1160 :C3- M " J C* 11, 13 =CHR$ 

CASCCASCLjlll+lZO? ;D$CI,U = DS 12,53 

"fl$ CZ, 53 EGQSUB 140;G05Ufl 130 

AL 400 POSITION 2,1*:+ "PlJI^er "jiPL + lJ" - 
TURN NO,"jT 

IH 418 Z-X E FOR I =« TO H4B STEP 2S POSITION 
I, V : ? q$ £2 ,Z3 : Z-Z+i : NEXT I 

HH 128 FDR 1 = 1 TO i:POSITIOH Z,ZlE? E F 

OR Z = l TO 10: SOUND 0 , 150 , 10 , Z t NEXT Z:S 
DUHD ft,0,0,O:FOR Z~I TO lOtNEXT Z 

DX 430 POSITION 2,21t? - "IFOR 2=1 TO iOi 
SOUND ft, 19ft. IB, 2: NEXT Z E SOUND 0,0,0,0: 
FOR 2=1 TO 10: NEXT Z : NEXT I 

PM 440 PORE 03 , 37 i fiOSUB 38: POSITION 2 *20: 
? 1 POSIT ION 2, 21 EPOKE 764 , 2SS ; INPU 1 HI 
6 ; B$ E GOSUB IB EPOKE 03^39 

IF 450 IF LEN CB$> <>5 THEN POSITION 2, 21i? 



"MNONG J HP U T 1 1 : CO SUB 6ft 5 GOSUB 150 E POSI 
TION 2 , 21 E ? EH* CI, 12) : GOTO 420 
flV 450 IF B?<lp 17 OA$Cl,l> THEN POSITION 
2,Z1I? "MR ORG THPUT** : GOSUB 66 E GOSUB 15 
OTPOSITION 2,21:? ER$ * 1 . 1 25 E GOTO 420 

TN 470 POSITION ZS, 15:? EH^U.l) 

XO 4ftO POSITION ZJS: 1 ■ ■■ I rTTTt3 JMII til : a 

YH 4 98 Z=2:F0R I-X#2 TO K+9 STEP ZiPOSlTI 

OH I,Y:? OS CZ, Z3 tZ-Z+1 \ GOSUB 50 : FOR U- 

1 TO 0! NEXT W^NEXT IEOOSUB 158 
PK 5O0 IF D$t2,2) ft$f?,7) THEN POSITION X 

+ 2, Yi ? CHR$ (ASCCA$C2,2)1+12BI; GOSLTO 40 

* GOSUB 140 2 1=2 : GOSUB 5SB 
DA 510 IF 6* t3, 3»=A* £3, 3> THEN POSITION X 

+4, YE? CHH$IASttAiC3,33 3+I253 EGO^UB 48 

: GOSUB 140 : 1=3 : GOSUB 590 
DD S20 IF B$t4,4J-A£ E4.4J THEN POSITION X 

f-Of VIT CHR$«ASCCA$C4,4) 3+12B3 : GOSUB 40 

: GOSUB 140 ! 1=4 E GOSUB 598 
EG 530 IF B*C5,53=A$ r5,57 THEM POSITION X 

+8, YE? CHRS CASC (AS (5, 53 1+1203 : GOSUB 40 

: GOSUB 140 i 1 = 6 i GOSUB 5S0 
UP 540 IF 0* = A* THEH GOSUB 1S8:TR$= GOT 

0 760 
TO 550 GOSUB 606 

TD 550 T = T + I:IF T>5 THEH TR$= GOTO 630 

EC 570 POSITION 25,15:? TR$ 2 TR S^"" 

PP 500 Y = Y + 2 :P0SITION 2,21:? 1t M'l , n'f'Hl" 

; GOSUB 60; GOSUB ISO: POSITION 2,21:? ER 

* : CiOTO 400 

UK 598 PSCI ,13 =CHRS CASC CAS II, 13 3 +1203 5 D*« 

t,U=" " : RE TURK 
YA 60O FOR U-2 TO 5 2 FOR Z = 5 TO Z STEP -1 : 

IF BS fU, Ul =D5 tZ t 71 THEH TRS=BSfU J UJ 
OC 610 HEKT Z : HEXT U ; RF TURN 

DZ 6Z0 REM ■:ti*-0Br<l|*M^>3N 

FT 630 POSITION 2j2lE? "M!tA J Jfl^f^BP" ■ 

OSU0 6B : GOSUB 140 2 GOSUB BO 5 GOSUO 150 
AJ 04O POSITION 2,212? ER$C1,1S> iPOSXTJ OH 

OS 650 FOR 1=250 TO 220 STEP -1:S0UHD 3*1 

,10,15: NEXT I : SOUND 3 , O , O . O 1 GOSUO 150 
WF 868 IF PL THEN 690 

Pft 570 SC1 = SC1-10 E ZF SC1<0 THEH SC1 = 0 

no 868 position 3,o:? sci; gosub i60iG 

OTO 710 

SH 690 SC2 = 5C2 " 1 0 1 IF SCZ <0 THEH Sl.'J-B 

B A 7O0 POSITION 2Z^0J? SCZj GOSU0 160 

VN 710 GOSUO 138: IF PL THEN GOSUO 00 : GOTO 
730 

UK 720 GOSUB 70 

Sfl 730 GOSUB 98:FOR 1 = 1 10 LEN C A$3 t At CI , I 
3=CHRSfASC£A$fI,I3 3-Bl * HEXT Z t MDRD$ CLE 
N CHORD $3 +11=** E F-F+l 

CO 740 GOSUB 15O:G0SUB 14BE goto sse 

UF 750 REM mdfl\tim 

UB 76B POSITION 2, II IT CR4 i CH=INTCHND CDJ * 
93+1: ON CM GOTO 770 . 700 , ?9ft , BOO , BIO , 62 
0 j 03O , 040, 05O 

CO 770 POSITION z,zi:? 

8 

OO 700 POSITION 2,211? 

8" E GOTO 060 
AO 790 POSITION 2,21;? 

0 BOO 

YO BB8 POSITION Z , 2 1 i ? 
EHt'^OTO 868 

EN 010 POSITION 2,21;? 
B60 

HG 020 POSITION 2,21 E? 
60 

KF O30 POSITION 2,21 I? 
660 

I4R 040 P05ITI0H ?,J1:' 

E5 S5B POSITION 2,21;? 
VO 06O FOR It 2' SB TO 0 STEP -10 i SOUND 0,1, 

14 j 15: NEWT X : SOUND 8,0,6,0 2 GOSUO 150 
HP 870 IF PI THEH 890 

NO 000 GOSUB 70; GOTO 900 
HK 6*0 GOSUB OO 

Ct 300 GOSUB lit 1 GOSUB 14ft 2 GOTO 1B0 
IB 910 REM BMiIil-ldNttlJJlllM 

NC 920 IF PL THEH K=22 ( SC=SCZ E GOTO 940 
XH 930 X— 3 : SC— SCI 

US 940 SC=SC*NB!POSITI0N H ( 6l? SC ; GDS 

continued 




goto 



■ : GOT D 
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GUESS and COUNT 



XV 950 IF SO 77 THEM 05 =SC \- -7 '7 i SC t 7 7 - OS - 1 e 
: POSITION 2,29:' "im3^H:i**«ii" ; 
G05UB 60:GdSUB 140: GOTO ?7B 
46B GOTO *00 

EU *7« GOSUO lSa:G05IIft 130: POSITION H.O:? 
SCJM ": GOSUO 1603GO^UB 140 :N6=*3 GOTO 

HE 960 IF *C=77 THE* POP :*0T0 1*30 
XJ 99* IF PI THEM 101* 

dq laaa sc i - sc ; ht turm 

lO!» SC2=St J BE TUBW 



ED 

OG 1620 BF-W 



Dl 1B38 IF PL THEM GOSUO sa:H=22:GOT0 Id?* 

a 

UV 1B48 GOSU* 70'H=3 

au laso gosub isojgosub 140 ; pl$=stb$ ipl* l 

J iPLS=CHB$*ft*CCPLSS + i2S> 

ph i**o fob 1=1 to exposition x,ei? "Hi" : 

P-UR Z"I TD 5:^L«D 8 P 1 58 , 14,15:MEXT Z° 
SOUND 8,0,8,0lF0ft 2=1 TO OtMEHT Z 
IB 1070 POSITIOM K|5:? "77";F0R Z = l TO 63 
SOUND 0*190,14,15 : NEKT Z ; SOUND 8,0,0,0 
; FOR Z=l TO BrftEKl Z t If EXT I 
FK 180* POSIT ION 2,1*1? ■'«IM*.t l ;PLil'1 

:GOSUB 158 



LB 18^8 FOR 1=1 TO 4: SOUND I - 1 . I* 5ft, 18,15 

;FUB 2-1 TO 9SENEMT £ : NE K T I ; FOR Z = l T 

0 128 t HE NT Z 
YW lieB FOR 1 = 0 TO 3;SOUNB i , B . B r U ; HE NT 1 
DZ Ilia GOSUO 148 E POSITION 2,20:? "PLflV A 

GAIN <Y/N1"1P0*E 7*4 , ?5& i OPEN Ol,4 

p B, "N:": GET ttl ■ K 
2K 112 8 IF K = B9 THEM GOSUB 5 a : GO 5110 148 E G 

QSUB 1**1CL05E Hi : SC 1 =0 ; SC2 =0 3 POSl TION 
3,0;? SClj" ": GOSUO 168: GOTO 11*0 
PZ 1J3B CLOSE HI ; POKE 02 , 2 ' CLR E GRAPHICS 

B ! EKO 

IH 114B GOSUB 1 40 ".POSITION 22,0;? SC2!" " 
iGOSUS 16 0E6BTO 359 

gB 1160 IF COUNT=i THEN POKE 70S, 12! POKE 

/IB, e: POKE 712,20* 
KZ 117B IF CDtlNT = ll THEN POKE 709 , t I POKE 

710 J 12:f > 0KE 712.4 
10 118B IF C0UNT=2i THEN POKE 710,** 3 POKE 

7 JtS , 74 I POKE 70S , 202 
MM 1190 IF COUNTsJl THEM COUMl=B 
FT 12BB COUNT =£OUNT+l 

AB 121* IF LE»CH0RPS1=5 THE" fi*=MOR&*jWOB 
frO-ni'lFOR 1 = 1 tO LE*»t) ;(^tIjI»=CHfil( 
ASC f 0$ CI, 13 3 +53 SNEHT I i BE TURN 

CM 422* IF Ha«0* = ">' THEN i40RD*=tt* ! F = 4*3 

HA 123* W=»TCRNM« »F3 

LP 1240 PC-HN5+1 

KI 1250 «S=HORD$ CPC, PC+43 E FOR 1=1 TO LEN f 
ftS) 3 A$ II, I3=CHR*CflSCfA*CI,I»3+53 ; NEKT 

I 

Si 12*0 IF PC=1 THEN WORDS =HORD« fPC+5 , LEN 

rWGHD* J J tF = F-l i RETURN 
PC 1Z78 IF W=F-I THEN WORD* =WORD* 11 , PC-13 

i F = F-1 I BETUBM 
02 1260 TMP$=HORDS IPC+5, LEN CHDflO*3 3 
H2 1290 HOBO£=H0BDS (1, PC-13 
f K HJ8B WOHD$ (I EMC WORD $1+13= THP3? 
DE 1310 F — F - 1 ■? BE TUPM 

cs 1320 ben MSMSMMSMSm 

¥2 133B GBAPHICS 0 : POKE 16, Ml POKE S3774 ( 
64tG0SUB 383POKE 7ia,B:P0KE 712,ZB*fP0 
KE 709,12 

RH 134B POSITION 1,1*;? " i 

|>' 

YF 1350 FOR I = iS TO 21 iFOSITION l,It? " I " 
t ME NT I : FOB 1 = 15 TO 21 ! POSITION 30,1:* 
11 1 ** 3 NEKT X 

DW 13*0 POSITION !,!»!? "1 ~ 

— 1" 



UG 1370 POSITION 1, 22 3 ? " *- 



M J 1300 POSITION 1,1:? "r 

, ^ — — -I M 

HI 139* POSITION 1,13:? Ml 

■ 1 ■■ : FOP 1 = 2 TO 12: 

POSITION 1*1 J? " I f * : neH t I 
FN 14O0 FOB 1=2 TO 12: POSITION 20,1:? «|« 
: HEK T liFOft 1 = 2 TO 121P05JTI0N 30, l!? 
"| lh Ei*EHT I 

Nft 1410 POSITION 2,3:* ' 1 J W-V'J Jil^tPOSIflON 



21,3;? ■■rawrma": POSIT ION 4,5:? "D-iPO^ 
ITION 23, St? 
VH 1420 1=2 

1430 POSITIOM 1,7!? "I POSItlOM I 

J ■■ : IF 



HU 



POST 



,8:? "| | POSITION 1,9:? " 1 
1=21 THEM 1=0: GOTO 1<S* 
BK 1440 I=2l!G0TO 1*30 
FO 1450 POSITIOM E*tff M r-T — » — r— 

TIOW 1,3:? "I I I I 1 ."POSITIOM 1,4: 
? "> I I I I I " 
HU 1460 POSITIOM I, Si? "1 I I I I ("IP*" 
TION 1,6!? " > I t I 1 r-:FOSlTIO)l 1.7 1 
t n \ I I I I I" 
FO 1470 POSITION I,S=? "I til t H " = PO^l 



TION 1,9 t? 1 

t? "I I r I 



I I I 

H — i " 



| | 1"; POSITION 1,10 



| I I I l":POS 
-•":If 1 = 27 THE 



SS 1408 POSITTOH I, 11:? *' I 
ITION 1,12!? "■ — » ' 1 1 1 

N i^aa 

FL 149B I=Z7!G0T0 t*50 

pv isea position 3.*:? sci ! position 22,0 t 

? SC2EG0T0350 

PK 1510 BEH ■iU.ll 

q a 1520 DIN GSS«4l ,CT5C^* :GS$ = "Ora"-cT* = 

■■(•I33TO" ; GRAPHICS ZtGOSUB iojposition 3 

,lif «* ;"???????????" SPOSITION 3.2 

FA 1530 ? B6;"? - " ?"iPd*ITHMt 3,33? 

JSfB ;"????? 7 ?????*' T POSITION 3.5:? Hfi ! " + 
♦♦♦♦++++** M : POSITION S,* 

DO 1548 ? «6;"4 ♦■■:POSItION 3,7:? 

»6i + + + + + + " : GOSUB 150JPOSITI0M 4 

,2! ? »6;"tn";G0SUB 1S8 
SO 1550 H= 1 : FOR I=« TO 12 STEP 2 : POSITION 
1,2 

KK 15BB ? B6;GS* CK,K3 I :GOSUB 1B005H=K+1:M 
E H T I ; QOSUB 140 : POSITION 14,4:? B6;"an 
J": GOSUO 1*0 

KB 1570 GOSUB 15»iM=liF0R I=* TO 12 STEP 
2 

&R 150* POSITION 1,6:7 «* 1 CTS K3 j i GOSUB 

1600;X=x*i:nEXT ugosub is* 

KK 1590 7 !? "bll 1 ROBERT OE LETTCR'*!? :? ** 

mil i if 1 1 1 1 — Lb 

28 

uo iBaa sound a, lOO, I*, 15 : FOR Z-l 10 BINE 
Kt ZSSOUNO 0,B,0,0:FOR Z=l TO 0 ; BENT Z 
! RETURN 

fi i6ii rem innraHnai 

CB 182B DIM HORO* £2*251 ,W* 12*253 ,T«P*t2B2 
6 3 f EP4C3 5) , ASC53 ,*St73 , CSfSa , 0*153 , PL* 
C13 ,T05(13 

SI 1630 EH*ei3= ERS<353=" " ! ER$ CZ3 =ER* 

[PL = B E F=46S i SCl=*tSC2 = B ; COUNT = 0 

ZA 1640 FOB 1=1 TO 40S:DEAP A 5 ! NO BO 5 (LEN I 
WOBDSJ +U=A*[*EHT I [ mS = HOBDS 

C1M 1650 GOTO 1330 

IC 1660 OATO C<ND>,KHDIO,NJPI?,>Jfis»M 1 >GJN 
0 , OHJPK , RCDOO , JW70M, G J> <G, RMOOO . 0 JID> , 
BC JMQ , <GJI*,=JIPN,N«O>0 

10 1670 DATA =PDG? , H JIOC , PNP <G , DIKPO , BMOO 
I.000m,KCJI0,OCDG0,BC0>C,NJtlMT,N0<nO* 

admho,nkOg,bjmg?, <gpog 

IE 1**0 DATA NDI>B,NODGG, J*CeM,BOOM? . -M<1 
? , <A0B«,>CDKM,ODBC0, K4?l«, =GOF , »KCO?, 
B.JM7N, KMQHIi, KJDIO,G< = OG 

16?fl DATA =J<M?, <*NJR, &<•«<!, DH<B#,OIO0 
H ■ H < E JH , <0<OI.CJPriO,=eGJft,WO<?T, <CQ<T, 
MDBCO, C0<MO. KGOCriFOGG 
DP 17O0 DATA <K<hH>*0<HON,DCJNa,TMC<F,KMJP 
7, < = JP0 H RJM0C,MJieT,NOJWe a 0<GP0,IIO00I, 

PI?fiH, OCODHJ, *IE JT , BHJIB 
IZ 1710 DATA UJPOC, IJHOC, KJBBM.N<KOM, 3 C <D 
I,0SO«<*=GJ>F,HJPN€,BP<«?. >MDHO. <KKGQ, 
QJO> 0,PIODG, OIOttT , NPKOM 

172* DATA 0<NOC, <GBMO,MKGGG,NJGI>?,BPD? 
0 , HGJHO , OHHPO , OCMOO , GO <N0 , 6*0 <G , 0 <G*? , 
N> JI4* , ft JMMT , AM J 10 , OCDlB 

1730 OflTA IBROM. GSQOC M<IOP, M<I>C - MR<M 
K,OK<Dl, AJ«>0 P KDO> B*«HKOT, <GG JR , CPH <I , 
-OB 01 , > <PNO , OCBM? , NPOHM 
ZY 1740 DATA <KH<! * > JPIO , ««« <0 , 01 ?*S , H JB* 
M , DOBHN , HJ0I>B,0CDIF ,LPSNO, NC J>F, lORGf , 
<|«e? ,NCJJO,>C <N0 , C4PMN 
ft 1750 DftTO MOAOM, > < = GC * BPONN , EP7O0 , EPH = 
J,FPnnT ,TI J>F jO M0<G, CG=PH, CGD<N, <GDOI. 
<GGOT, <HDOT* <HOI?> <GJtB 
OU 1760 DftTA <IBMT, <O0D>, <OJD?,=<> JI,=<2E 
J J ^<HJI Jt =a<«?,=O<NO,=OH0C,=D = G*,=G<NO i 
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DISK BONUS 



A double disk bonus this issue from Dr C* J. Churcher-Brown 
- an arcade adventure and an updated version of one of our classic disk bonuses 



DR WHO ADVENTURE 

DR WHO or DR YOU? Who knows who is who these days 
and after so many regenerations YOU probably are WHO! 
But whoever, whatever and whenever DALEKS always 
mean trouble and that evil Time Lord, THE MASTER la 
most definitely enemy number one. He has lured you to 
the planet ZOG and has been lying in wait. Within seconds 
of your coming to this doomed planet, the Master has 
stolen your Time Drive Unit and immobilised your Tardls, 
You must now find It and get back. 

Simple ... or it would be were the Daleks, Spooks and the 
High Priest of Zog not also out to get you .« and if the 
planet were not about to self de struct in one hour (local 
time) Luckily you always carry a few tools and a number 
of other articles are bidden about the place if only you 
can work out how they work and what they do. 
Can you get your Tardls repaired In time and escape the 
pianet ... or will the Master or the Daleks become the 
unopposed rulers of the universe? 
DR WHO ADVENTURE comes on the Issue 44 disk com- 
plete with scenario and a solution for those who really are 
stuck. 



MATCHPLAY GOLF 

Also on this Issue s disk is an update to Professional Golf 
(bonus on Issue Disk 39) to allow match play plus THREE 
NEW COURSES. 

On the original game you had to wait for all the other 
players in the tournament to complete their rounds before 
you could play yv\ir ut-xt round but now there is a Match- 
play option which can be played over 1 or more rounds. 
This means that a result can be achieved before darkness 
descends! 

There is also an amendment to add a variable but predict- 
able wind effect and some courses have been amended to 
include water hazards. There is also now no need for 
keyboard Input, just press the joystick trigger whenever 
you need to progress through the game. 

The NEW ATARI USER Issue Disk 44 unll be sent 
automatically to our disk: subscribers but can be 
purchased separately for just £2.95. To obtain 
your copy just drop a line to PAGE 6, P.O, BOX 54* 
STAFFORD* ST J 6 JPH or telephone credit card 
orders to 0785 213928 



GUESS and COUNT 



R«i 



VL 



=6*1? i KOMDE, = GJ J? t iGPMC 
LO 1770 DATA =J5PH, =M<FP,^M<NN J =»e<^ t = MD^ 
C* , =H|>ea . ^MPWF , -MPHC t "M.I R T . -PBBT , = PT>C , 

A<r>?,A<o<G,ACi>e, a Bee? 

1788 DATA flPBCO , ADAGT , ftDKC , AG <FG , AG<N 
Cj A G D 1 0 , A G J J 7 r ftG J JM, A JMO T , AH (HG , AHG if , 
AMONG j AMIS t M , 'MDI F , AMJND 

1 7?0 DATA OGJMT , 8GJ0(f j 8IJHC J 6M<)e J B.IMB 
8 r B JJHG , BM^MN t BH< D T k BM0GG , BMJflfi ,H<BD) , 

M<&n,H(o>r,npn<r. r H(>H>T 

id iSBO DATA HDTJH, HJJNP P H JPOC >HTMPK>NROP 

U . MHO 'O, 0(=GP, Hit C G G j DC P H = * OJ (NO, 000 GO., 

0 JJOC , OMPIF , 0DMPK, B C0> C 
W 1018 OAT A R(N0e, RCGGG, HO? JB , RJMNG,NC<H 

F H K JM> C , NHD GG , NKD > T r 7 JUG I , ? MG <H > MJBPG , 

MfTHCMDOPH.KHDHCKMD.IM 
CO IBZ8 DATA KMOUG , KMJKN , KM JRG , KMJ5T > KP A A 

T P KPM8G , KPMNG j- KTBHT, T JPIB , TDGG? > T JPMN t 

T JPOC > TG (MIJOCQ, HMD HO 
5H 1*38 DATA ?PN0T , > JOOtt, KG < 00 , HK J JG , GTOH 

T , ) GO <M, H<KD?,G<KMG,G <HN J , G <0G 5 , GG <MI, 

GG < N G ( G G < OG j G OB >C,C GW J I 
GJ 1*48 DATA GG OGHi 10 = 06, GODCO, dDHDD,£DIG 

H, GDI B J, GOOGMj li J<HT , C J JHP , G JRGH, G JT <C , 

G JPNG , G JPHT , GJNQM, GJHHT 
KZ IS SO DATA GPHK T , GPI <M, GTMO > , ><==T, ><=0 

x . mqgd > ,)<?eo,)<i<G f ><r?T,)<tje,> <mjg, 

XHBJj MHAP r > <0>C,}fci^M 
fii 1H60 OAT A >£<JN, >CG<K, >CDGA„ >CGNtt F >CG0 
F p ) CDGG , > CGNO, >CDI < , > C JDH, > C POG , > DB <M „ 
>DQDG . > L, fpM . > G <KH , > GG (T 
5Z 16?6 DATA > Gfr> F , > G J<F , > G J> F , > G JOC,> G JP 
? F >GJftI J >jOc h > JCNO>> JHOO h > JPMO.PMOf, 
>H<Ur > >MO<H.>MJJF J >TtJNN 
LW l«BO DATA >MJR?, >MJRI r >MTKO H >P-&> , >PMK 
T t PGOMC.PIAP^.PTOOT i PN<B€ P C<~DO, C<UGG« 
.CJMHP^CJOBC.CPNP' 



«L 1A9G DATA CT ?M < , CPMMT , r < NO 
G, IJ-GG, IJDNG, I JO.GG , J <FflI , 
JflOUI, JKGM< f JKOD> , JMB<I 

OH 1^00 DATA NOMPH J OJOGH J GMO> 
G, KGIIT , KDGJO, KDO>C,KG<D», 
•t JPI? , M<ONG , KMVG , NX GO 

Hf 1^10 DATA KJFCH,K<I Bli , K < I D 
C,KG<>G J K<TGG, KffOq.KMJJftj 
LP CMO, LP PPT f LPBHT, MOGtf 

HO J 9 70 DATA «<?<M,M<?DJ, M<GG 
M, MPB<&. HGGCf , MGIGRy HOHVOj 
MJPOC , MJOJM, MJPI fl , H <P>P 



T , 1GM0G , ID&7 
4»PM, J?JPM, 

F , ? MP O/G N KC<M 
K G < IG , Ki.f'H i 

> , K <MOT , K<0> 
LP<DG,LP <FG P 

T , K <NO0 i M<U J 
M.KKD , MJ-JO, 



hk loeaa clr t? chrS ci25) : poke 752,1;? it 
e? "Pr-int to bCBCEN *rm printer UU 

»:POIC£ 7G4^SS 
MA l OOOZ CLOSE ttl: OPEH ttl , 4 , ft , »*f t « i GET ai 

,K:1F «<>S1> THEN lftfrflS 
MO 10883 * It !? "SET PRINTER Off LINE ... 

Press a key poke 764, 255 : trap joaeo 

i GET M|.,K 

TJ 1OO04 ClOSF tt?:DPEH «2 , 8 , 0 , **P ! " ! PR = 1 
KM 10885 CLOSE ttllOIH AS 15) : BFSTDttE :? CH 
RS C12S1 

OK 18886 FOR A- 1 TO 485:ttEA0 AS : FOR B-i 1 
0 5 i AS (B. B> =CHR$ CASC CA$ CB , 8> J +5) ; NEXT 

l»I iftft«7 JF PR THEN ? A*;"-"! 
DF 1QQPB WEKT A 

VM 1RB0? ClO^F B? STRAP 4 Oft 00 I POKE 75Z,8:C 
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REVIEW 



A LITTLE GEM! 



Can your XL/XE possibly 
look like an ST? Diamond 
GOS seems to have all it 
takes to make it so 



Have you ever wished your Atari 8- bit machine could 
have an easy to use graphical front end to lis operating 
system like GEM on the ST? If so, your wish has been 
granted by Reeve Software, who have come up with a complete 
8 -bit WIMP sysicm called the Diamond Graphical Operating 
System, now sold in the UK by Frontier Software. 
For the untnilialed, WIMP stands lor AVindows, Icons, Menus, 
and Pointer" , four essential ingredients in today's user friendly 
operating environments. Its purpose is to simplify the opera- 
tion of the computer by providing an easy-to-use. Intuitive way 
for the user to interact wilh it. 

In a good WIMP sysicm there's little or no need to touch the 
keyboard for controlling the computer, as everything can be 
handled via selections using the Pointer, which is really Just a 
mouse operated cursor. There's no need tu remember Operat- 
ing System c ommands, which makes the compiler easier and 
quicker to use. 

This concept can be exl ended to programs written to run 
under the WIMP system too. as Ihere are usually programming 
interfaces provided to allow the programmer to use the W1ME 1 
facililies for controlling his own programs. The keyboard may 
then be reserved just for real application work, sxich as keying 
text into a word processor or data into a database. 

SUPERCARTRIDGE 

The package contains a bank switched supereartrldgeV a disk 
of utility programs, a user's manual, and a programmer s 
manual. The cartridge is of the 'piggy hack' type, i.e. it dupli 
cates the computer's cartridge port connections, so when It's 
plugged In a second cartridge may be plugged In behind it - 
Atari Writer for instance. 

The disk contains Atari DOS 2-0 plus a host of assorted 
drivers, sample programs, programming utilities, and olher 
bits and pieces needed to install the system. The two manuals 
are rather slim and have no contents page, index, or even page 
numbers! However, Diamond is largely intuitive in use (that's 
the whole idea behind it, after all! so you don't need much In 
the way of instructions once it s up and running. 
The Installation process is needed as Diamond is designed to 
operate with several different operating systems, memory con- 
figurations, and pointing devices. You can use any flavour of 
Atari DOS 2. or DOS XF, or Sparta DOS, and your first Job is to 
build a start-up disk in I he appropriate format containing your 
chosen operating system, configuration details, and the Di- 
amond utilities. 
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After bootup you're presented with Diamond's DeskTop, which 
looks remarkably like the STs! It has a menu bar arross the 
top. disk drive icons on the left, and a "trash can' icon at the 
bottom of the screen. These can be rqpoeittoned where you like 
by dragging them with the Pointer, and your customised De- 
skTop can be saved to your stall up disk so it always boots op 
that way. 

There'sa Pointer on the screen, but how do you move it 
without a mouse? Well, you can configure Ihe sysicm In use 
the cursor keys on the keyboard (but no dragging allowed with 
these)* a joystick, an Atari Touch Tablet, a Koala Pad, or best 
of all an ST mouse plugged into a joystick port! Strangely, the 
touch tablet seemed to work upside down, bui it was no 
problem to just turn it over to use. 

16 MEGABYTE MEMORY! 

The other configurable item is the memory support. Tills is 
one of the most powerful aspects of Diamond, as if s been 
designed to handle up to 16 megabytes of memory via a set of 
memory drivers! Even so, it will still run on a 48K machine if 
required. There's flexibility for you 1 

One of the uses of that enormous memory Is for desk acces- 
sories. For the uninitiated, a desk accessory is a program 
which loads into memory at bootup and remains there. even 
when you "re running other |>rognnus. Yon < an use il :il any 
time, even while another program is loaded providing that 
program was written to Diamond standards, of course. Desk 
accessories lend to be useful little utilities such as calculators, 
(■locks, calendars, notepads, and such like. Diamond allows up 
to six desk accessories to be loaded at once, although il 
obviously depends on how much memory your machine's got 
as to how many will actually fit. If a rather tight on a 48K 
machine, as there's just IK available for such programs! To 
prove It works there s a sample accessory provided this 
allows you to reboot the whole machine from the DeskTop 
without turning the power off and on. 



Tfiesr wnrirjnrlul Iculurcs • l L"i: - ,ill very vvl II. bu1 wIipits the 
software to use them? Thai, unfortunately, is the main stumh 
ling block of all systems such as this. If Diamond had been 
available early in the life of tin- 8-bit machine I'm sure lolsof 
companies would have written software specially for it- Keeve 
themselves are planning a scries of products, the ftrst of which 
(Diamond Paint I should he available by the time you read this. 

Reeve are also hoping lhai other software developers will pick 
up (be -rludleiiiic and write applications using DjMitiond. To 
assist with this they've included a programmers toolkit' in the 
package. This Includes the programmers manual mentioned 
earlier, plus a collection of MAC/65 Assembler macros and 
Other assorted source code to help the programmer get started. 
There's also a utility for adding a run address m an e\r< uiahle 
(lie so It can be run directly from the l>eskTop, There's help in 
producing desk accessory programs loo. In the form of a utility 
which turns MAC/65 object code Into a desk accessory. 

It's not strirtly necessary to write Diamond applications using 
an Assembler such as MAC/65. You can use any language 
with the ability 1o si ore numbers into specific memory loca- 
tions - and that apparently even Includes Atari BASIC with its 
POKE command. The disk contains an example of BASIC code 
which uses the Diamond laeilities. 

DIAMOND IN USE 

Diamond seemed pleasant and reliable enough in use, and I 
was amazed to find that most ol GEM's desk top functions are 
there. You ran click, double click, and drag things with the 
mouse, allowing you to list disk directories: copy, rename, 
lock, unlock, or delete < r>py f>r format disks: and load 

binary programs. Kile folders {subdirectories! may also be used 
If the operating system used also supports them (e.g. Sparta- 
DOS]. Up to two windows can be opened, resized, fully expan- 
ded, repositioned: window contents can be displayed as icons 
or text, and sorted by name, extender, or size. Dialogue boxes 
and buttons are also supported. 

It isn't an exact clone ol GEM though, as many of (iKM's 
flashier features arc missing. For instance, the windows don't 
"explode' or 'implode' from/to the disk h-oiis. UiciViiiV im 

thermometer style' progress indicators when copying or for- 
mailing disks: and the scroll bars in the windows don't Indi- 
cate (by their slzej how much of the window contents you're 
actually viewing. 

SOFTWARE COMPATIBILITY 

Reeve have tried to make Diamond as compatible as possible 
with existing software, so it can be run from the DeskTop. To 
check this out I briefly tested a few of my 8-bit programs on it. 
with very i nixed results. 

My AtariWriter cartridge ran line plugged into the back of the 
Diamond cartridge, but AtariWriter Plus Just loc ked up and 
wouldn't run, ANTIC"* Creative Process kepi paying ' retnmv 
cartridge ' and wouldn't run. but their Word Magic word pro- 
cessor seemed OK. MINI Office II seemed OK. but the XLcnt 
Word Processor produced a garbage display and locked up, 
Music Construction Set ran. but the music didn't play smooth- 
ly and the scrolling graphics display was corrupted. Advanced 
Mush: System 11 played OK, bin its animated piano keyboard 
graphics were completely messed up. The Page 6 PD and Issue 
Disks lor some reason upset the DeskTop graphics when 
opened, and some programs would run while others wouldn't. 
Tile PD program Composer's Jukebox worked fine - even its 
animated display, w hich is identical to that In Advanced Music 
System! (The problem with the Page S disk is almost certainty 



thai they use 'illegal' characters in the directory, Eti.} 
Obviously, It depends very much on how the programs were 
coded. Problems can be caused by programs loading their own 
code over memory used by Diamond: by assuming the screen 
is In Graphics Mode 0 by default (which it isn't any morel): or 
by assuming certain areas of memory always contain binary 

us Iwhirh m.i.v in 'i be (me any more either!). Reeve intend lo 
make 'fixes' available lor problems with popular software once 
they've been identified, and hopefully these will be available via 
Frontier In the UK, 

MINOR MIRACLE 

Reeve have pulled oil a minor miracle in implementing such a 
system in a usable form on the H bit maehine. Unfortunately 
its full benefits can't be realised nnlil Reeve or others slaN 
producing proper WIMP based applieaiiuns. In Ms present stale 
it Just makes DOS easier to use. as those programs that will 
run can't themselves make use of lis WIMP facilities - they Just 
run as they would normally. 

Committed 8-bit users, particularly the programmers amongst 
us, will love It though, and will have a whale ol a time writing 
their own WIMP based applications and desk accessories. 
They'll probably want to use it with a different operating 
system too, and an Atari 8 bit running Diamond with ICD's 
superb Sparta DOS X (also available from Frontier] Is now 
surely the most potent 8-bit home computer system on this 
planet, Every 8-bit fanatic will probably want this product, as 
like me (warning - terrible pun approaching), they'll think 
Diamond Is a little gem! 




Review by 
John S Davison 
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XL/XE TYPE-IN 



SOLITAIRE 



by Matthew Green 




S 



olllaire is one of those very simple yel extremely 
challenging games that keep you going lor hours 
trying to solve. Although basically a board game it 
is an ideal game to play on the computer and this 
version by Matthew green will keep you amused. 

The board game is played on a board with holes 
and pegs and every hole on the board, with ex- 
ception of the centre hole, Is filled. The object is 
simply to remove all of the pegs, leaving just one 
in the previously empty centre hole. Pegs are 
removed by being jumped over by another peg 
which can be done In any direction provided there 
is an empty space beyond. In this version you use 
a joystick to Indicate which peg you wish to move 
and the direction to move it. To select you peg, 
move the cursor to the desired location and press 
the fire button. Next move the joystick in the 
direction you wish to move the peg whilst at the 
same time pressing the fire button again. The peg 
you have jumped will automatically be removed. 
The game ends when you have only one peg left 
or you can no longer make a valid move. If you 
find that there are no valid moves left, the OP- 
TION key will abort the current game and the 
START key will begin a new game. 



Matthew Green is J I years old and has had his 
Atari and 1050 disk drive for about 3 years. 



ho 
in 

RT 
ER 
SH 

<:v 

HLJ 



REM KmtHHHHMHMHK MH H H WH I CH H HKH WHH HMW 



REM * 

REM * 
REM * 

REM * ' 

REM * MEM ATARI USER 



50L.ITAIRE 
by 

Matthew Green 



m 

« 

June 199B * 



REM WH I CH HWK N M W HI CH H HW N MM H M M WMWMWM HH 



Hit 0 HEM 

(en 90 graphics 2i? tt 6;"tKmnaMO 
? «6 ; ■laB H ^ftt" 

LH 190 REM 



Red if ine character iet 



OU 118 FOR 1-9 TO 1823 : J=PEEK « 5 7344 +1 J 
EH 1Z0 POKE 16364+1, JIHEUT I 

gg 138 rem ^aaimttZSM-EtiE^amm 

QJ 14© FOR M=U TO 7 

TT 150 READ A;POKE 16384 +N + 264 . A ; N E X T N 
HO 160 DATA (J J 6B,126,iI*il26 J l26 J 6fl,e 
HP 179 FOR N~0 TO 7 

*V 171 REPP ft: POKE 163B4+N+272 , A J MEKT ■ 
FB 172 DATA 8, 9, 9, 8, 8 , 0 , 0 f 8 
DY ±73 FOR H=e TO 7 

PI 174 READ AiPOKE 16 18 4+ H *■ 364 , A : NE K F M 
BI 175 DATA Z55 , 255, B , 8 , 0 , 8 . 8 , 8 
RM 176 FOR U-9 TO 7 

OP 177 READ A; POKE 16384 +M+ 31 Z , A I NE XT M 
OL 17B DATA 8,0,0,0,0,0,255*255 
RQ 17? FOR M=0 TO 7 

MU 100 READ A; POKE 16 IS 4+H+ 32 0 ,A t NEK T H 
JR 1B1 DATA 192, 192, 192.192,192,192,192.1 
92 

OH 182 FOR K=8 TO 7 

ML 103 READ AiPOKE l6304 + M+320,A:liE)<T N 
UH 104 DA T A 3,3,3,3,7,3,3,3 

UN 1B5 FOR H = 0 TO 7 : READ A". POKE 163B*+352 
tH,A:REKT N : DATA 3.3,3,3,3,3,255,255 
106 FOR N= 0 TO 7 : READ A I POKE 16304 + 368 
+ N , A : NEXT H : OATA 1 ?Z , 1 92 , 1 92 , 19 Z , 192, 1 
92,255, 255 

MS IQ7 F BR H-B TO 7 5 READ A:P0KE 16384+36B 
*N, A: NEXT N : OATA 255, 255, 3, 3, 3, 3, Ij 3 

KG IBB FOR H = 8 TO 7 i RE AD A i PBKE 16364 + 376 
+ H,A;NEXT N: DATA 255,255,19 1*1* i*** * 
92, 192, 19Z 

HH 199 GOTO 5808 

OH Z8Q REM 

BB ZOl GRAPHIC 5 18:5ETCOL0R 0, 13,10: SETCO 

LOR 3,5,4 
SJ Z65 POKE 7S6,64 
GO 218 POSITION 8*1 

mm 

OaaaQ] 

dbaaaghs 

qaaaaaaaH 

OA AABA RAlXl 
QAAAAAAA[H 
ja3AAA[03 
0A AA|U 



MAIN PRBGRAH 



FI 215 ? 86: 

GT 228 1 U6; 

KB 238 

EJ 240 

FF 258 

Ett 268 



? BB;" 
? US;" 
? B6i" 



LX 220 ? at; " 
HF 288 ? 116;" 



DB 290 "» as," 
Xfl 308 K=iOi¥=5 



— 







1 
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H T 


HO 


S^STICK £03 




VP 


320 


IF 5-11 THEN H-K-l 




DM 


336 


IF 5=7 THEN K=W*1 




J T 


335 


IF PEEK £532791 =3 THE H GOTO) 


S808 




£4 ■ 


IF 5-14 THEM Y-Y~l 




ZN 


3 50 


IF 5-13 THEM Y - Y + 1 




LK 


1 C A 

S6 B 


IF H\.6 THEN X-6 




HC 


3 70 


IF K> 13 THEN X -1 3 




IB 


38 a 


IF Y \£ THEN Y — 2 




n m 


3 89 


IF Y>8 THEN ¥ = fl 




PM 


3 3 0 


IF Y>8 THEN Y^B 




ZZ 


4GB 


IF PEEK C532773 -Z THEM GOTO 


5000 


YG 


405 


LOCATE K, Y f 50 




ft ] 


410 


P05ITI0M X,Y:? IJ6j* l T' 




FF 


428 


FOR T = l TO 58 J NEHT T 




5Z 


4 3 6 


POSITION M»?it «6jCHR$CSP3 




JU 


435 


IF PEEK CS32793 =3 THEN GOTO 


5008 


CF 


440 


IF 5TftIGC03=8 THEN GOTO 588 


MY 


458 


GO TO 310 




XS 


see 


LOCATE K*¥»*0 




MZ 


sie 


IF 50O65 THEN GOTO 1000 




Ft 


515 


FOR T=l TO 50 i NEHT T 




KO 




IF 5TR1G(8J=B AND 5TICKCB):: 


7 THEN 




GOTO €08 




HI 


538 


IF STRIGCQ3=0 AMD 5TICKC0>= 


11 THEN 




&OTO 7B8 




BY 


54Q 


IF 5TRIGtOI-0 A MO STICK t93 - 


14 THEN 




goto see 




CM 


550 


IF STRIG(8}=0 A MO STICK €03= 


13 THEN 




GOTO 968 




BM 


S60 


IF STRIGC83=6 A MO STICK (03 = 


15 THEM 




Mirp L66B 




KI 


578 


S=STICK C©3 ! IF STRI&CB3 =8 AND S <> 15 




AND 5()7 AMD SOll AMD 5 <> 14 AND 5<>1 




3 TKEM GOTO 1808 




OK 


500 


GOTO 520 




HD 


688 


LOCATE X+l, Y, 501 J LOCATE K+Z 


, V, SD2 


7.Y 


618 


IF SD1<>65 OR 5D2<>66 THEM 


GOTO IB 




68 






GH 


620 


POSITION K+2, Y: ? ft*j»A" 




6T 


636 


POSITION X+1,Y5? nej^B" 




ME 


640 


POSITION H,Vl? ttfri^O'* 




RB 


641 


LOCATE 10,5,0 




FX 


642 


A = 6 




■r ri 


643 


A=A+liIF A=14 THEN GOTO 65» 




NF 


644 


IF 0=10 THEM A-ll 




P V 


6*5 


FOR F = 2 TO 8 




BP 


646 


LOCATE A,F,C 




OG 


647 


IF C=03 THEN GOTO 310 




FY 


648 


NEK T F 




Rll 


649 


GOTO 643 




EK 


658 


A = l 




JD 


651 


A-A + 1:IF A ~ 9 THEM GOTO 668 




PN 


652 


IF A=5 THEN A-6 




MS 


663 


LOCATE 10, A , C 




PZ 


654 


IF C=65 THEN GOTO 316 




DK 


655 


GOTO 651 




IJ- J~. 

KC 


668 


IF 0=65 THEM GOTO 2BBO 




QM 


?88 


LOCATE X"l, Y, 5D1: LOCATE H-2 


iYi 5 D2 


J 7 


710 


IF 5D1O05 OR S02O&6 THEN 


GOTO 10 




BB 






HM 


7 20 


POSITION K-2,Y:? 86; "A" 




HY 


738 


POSITION X-l , Y : ? 06 ; "D 1 * 




MF 


740 


position x,y:? m;"B" 




RE 


741 


LOCATE 10, 5, D 




F Y 


?4Z 


A = 6 




50 


743 


A~A+1;XF A=14 THEN GOTO 656 




Mb 


744 


IF A = l« THEN fl-li 




PH 


745 


FOR F=2 TO 0 




f3 C4 


740 


LOCATE A*F*C 




OH 


747 


IF C-05 THEN GOTO 310 




FZ 


740 


NEXT F 




RM 


749 


GOTO 643 




ft 


750 


A = l 




JE 


751 


A?A+llIF A=9 THEN GOTO 660 




RO 


75 2 


IF A=5 THEM A = & 




XT 


753 


LOCATE 10, A, C 




OA 


754 


IF C=*B THEN GOTO 318 





0 Y 


75 5 


K D 


7 60 


ft P 


HHH 


cm 


B 1H 




an 




a i a 

U Z H 


EZ 


63 8 


flu 


ain 

d4U 


H r 


0+1 


r t. 


a J 7 




D4 p 


NH 


0 44 


PK 


64 6 


BR 


8 46 


0 I 


64 7 


Ga 


a J b 

9 48 


R H 


a j -a 

64 9 






J r 


651 


pi n 
PP 


41 AT 4 


X4J 


OCT 

65 3 


OB 


B E J 

B & + 




0 E K 


KE 


BE n 


MO 


jBd 


All 


71V 






n T 






9 3 O 


MH 


9 48 




ail 


f A 
U M 


4 j } 


9 « 


■ft A "t 

iff 


N I 


744| 


P Y 


94 5 


BS 


746 


0 J 


547 


G B 


946 


RX 


949 


EN 


958 


JG 


751 


PQ 


952 


xy 


753 


oc 


954 


RA 


955 


KF 


9G8 



TT 1BOB SOUND 0,0,0,0- SO UN D 1,8,0,0 

TH lOlO SOU NO 9,0,0,0 : SOUND 1,0,0,0 

PO 1820 50UN& 0, 150f 18,15: SOUND 1,155,18, 
15 

KH 1038 FOB T=l TO 100! NEXT T 

NH 1848 SOUNO 0, 238, 18,15: SOUND 1, 245,10, 
15 

BE 1050 FOR T=l TO 158:NEXT T 

UL 1000 SOUND 0,0,8,0; SOUND 1,6,8,6 

B*t 1070 GOTO 31B 

DZ 2080 A=Z40 

EC 2010 A'240 

LC 2020 A=A-*0lIF A=80 THEN GOTO 5888 

MU 2838 FOR B=A TO A~30 STEP -1 

OC 2040 SOUND 8,6, lti . 1 

CG 2050 NEXT 0 

OS 2050 GOTO 2028 

JI 5000 GRAPHICS 17 

PZ SfllO POKE 756,224 

1>T 5020 P05ITI0M 2,2:? tH&; "SUPER 50LITAIR 
E" 

EH 5030 POSITION 2,3:? H6;"- 



HS 5040 POSITION 2,5:? W6 ; 



PHfSS START 



BG 5050 FOR A-0 TO 12 

DO 5055 FOR 0=0 TO 14 

PM 5060 SETCOLOR O,A,0 

W 5878 IF PEEK 1532793 =6 THEN GOTO 288 

t>J 5075 NEXT 0 

CH 5000 NEKT A 

HY 5B98 GOTO 5050 
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XL/XE TYPE-IN 



TRIVIAL PURSUIT 

QUESTION DISK MAKER 



When Domark released their computerised version 6t 
the Trivial Pursuit board game about three years ago, 
the game was supplied with a disk containing 3000 
questions - the Genus edition. At the lime Domark were said to 
be working on other editions of the game - Young Player, baby 
Boomer Genus II and so on, all of which are available for the 
original board Same. Unfortunately these question disks never 
appeared. Also, due to the complex way the questions are 
stored on disk, it hasn't been possible to make your own 
question disks. Until now, that is. This program allows you to 
make up your own disks with any questions you like. It is now 
possible for someone to undertake the (huge) task of typing In 
all the questions for the other editions of the game. The only 
drawback of I he program la that music questions and picture 
questions can t be written, but, of course, the original board 
game doesn't have them either. 

PREPARING THE QUESTIONS 

The program works by taking a text file containing all the 
questions and answers and compiling them into a block of 
data which is then written to the question disk. The text flic 
can be made up using a word processor. The file should have 
the following format: 

TEXT (SOURCE) FILE FORMAT 

Example 



Number of Questions 
Name of Category 1 
Question 1 in Category 1 
Answer 

Question 2 in Category 1 
Answer 

Question 3 in Category 1 
Answer 

Name of Category 2 
Question 1 in Category 2 
Answer 

etc. 

Question 3 In Category 6 
Answer 



3 

Cinema 

Who starred in ,,. etc. [RETURN| 

T.Bloggs [RETURNI 

When was ... etc, | RETURN] 

1972 [RETURN] 

Was It ... etc. | RETURN] 

Yes (RETURN] 

Sport 

Who won ... etc [RETURN! 
It was ...etc. | RETURN! 

etc. 

Why was . .etc. IRETURN] 
Because ... etc, | RETURN] 



by Chris Patterson 



The total number of questions corresponds to the number of 
questions in each category, so In the example there would be a 
total of 6 x 3 = IS questions. The program will compile files 
with 20 or more questions per category before running out of 
memory, but it Is best to keep the number to between 12 and 
15 Ihis keeps each file at a reasonable size. It should also be 
noticed that each block can have completely different category 
names. This could add another dimension to the game there 
can be many different sets of questions played during one 
game, 

RUNNING THE PROGRAM 

Before running the BASIC program, you should have a blank, 
formatted disk ready (use option I from DOS 2 menu or option 
P from DOS 2.5 to format a disk). After formatting. RUN the 
BASIC program. When prompted, type the filename of the text 
file you have created. The program will compile the questions 
into a more compact form. You will then have to insert the 
formatted disk onto which the question block will be saved. 
WARNING: Do NOT mix up your disks: if the question block is 
^aved onto the wrong disk, that disk will be corrupted. Each 
time you compile a text file, the program will save the compiled 
data at the next available place on the disk- 

SOME GUIDANCE 

You can only use the following characters in your ques 
lions/answers: A to Z. a to z. 0 to 9. colon, semi colon, 
space, comma, quotation marks, apostrophe, percent, dash, 
full-stop. 

... The program will signal an error if any other characters are 

used, e.g. parenthesis (round brackets). 

Maximum length of category name: 8 characters 
... Maximum length of question or answer: 70 tharartera 
... The Tile can be made more readable by inserting RETURNS 

between lines, 

... |f you are using Atariwriter plus, save the file using CNTRLr 

Category 1 Is Brown |Art and Literature in GENUS edition), 
2 is Blue (Science). 3 Is Orange (Geography). 4 is Grcr n 
(History). 5 is Grey (Sport and Leisure). 6 is Yellow lEnter- 
tainment) 

.., Press RETURN at filename entry stage to quit program lor 
press RESET at any time]- 

The program cannot be compiled with the TURBO BASIC 
compiler (the USR function is not compatible), although it 
can be run in TURBO BASIC. 

1 hope that this program will breathe new life Into your copy of 
Trivial Pursuit. If anyone undertakes the massive task of 
compiling complete new quesuon disks how about sending 
them in to Page 6 so that they can be distributed to other Atari 
users as public domain? 
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CI 1 REN WU H HMW M HJtM HH M MH HH HH HMK HH K H HH H WW 

HH 2 REM * "TRIVIAL PURSUIT" " 

PK 3 REH * QUESTION COMPILER * 

GO 4 REM * by CkriS Patterson * 

EC 5 BEH » * 

KJ 6 REM I* MEN ATARI USER - JUNE 1990 * 

E* 7 ITEM W WWWW W WW W W WH *W M*i t WM W W W W MJ 1I C WW WW W 

NN 0 REN 



UF 18 GOSUB 355: REM ■1'HlMHnWIHi m 

FT It DIM FILES tiSS t FS CIS) , CATS C83 

RN 29 DIM BLANKS (4171 1 BLANKS (1? = " " J BLANK 

$(4173=" "l BLANKSC23-BLANK* 
SU 2E OPEN Bl t *,B,"K!" 

DB 36 GRAPHIC* BiSETCOLOH i , 0 , 12 : S£ TCOLOR 

2,7 # 25PO*E 792,1 

A A 35 POKE 16 64;P0KC 5J7;4,6iiBCM ■ il 



LU 46 PRINT : PRINT "T RIUXAL PPB5UI T QUEST 

ION COMPILER" 
JJ 45 PRINT - " 

14 

HH 80 GOSUB 2BS t PRINT 1 PRINT "Compiling Q 

UtStiOnS !"!GOSUB 5B5 
OQ 55 OPEN So j4,l,FILEl [TRAP 205 
VS fiO INPUT »5,NUM0 : BLOCKS U9, 49) =CHR$ (NU 

HjRj 

JK 65 FOR CAT '0 TO 5 
BE 7* RFM 

NY 75 INPUT 85, CATS i IF CATS-"" THEN 75 
UG 00 POSITION Z 4 11! PRINT BLANKS l POSITION 
1*11 f PRINT "Category "i ccAT+13 ; " : "*. 

CATS t PRINT 

ZB 55 FOR L=l TO « : fi = ZZ :1F L <-LEN CCA T S3 T 

MEN A=A5CtCATS(LpL3 J 
NT 90 BLOCKS tCHTSOtL, C*T«0 + L) =CMB* Ifll !NEM 

T L 
BQ 95 REM 

BE IBB FOR QUEST=1 TO NUMB 

E* 10S INPUT ttS,au$!lF «□* = •»■ THEN 105 

T& 110 INPUT ItS , AN $ : I T A NS ~" " THFN ilB 

MK 115 POSITION 2,12:? BLANKS 

GE 120 POSITION 2, 13 r PRINT "flusstion : "J 

fluS; PRINT ; PRINT " Answer ; ";AHS 

KK 125 GOSUB 60S i REM BMH 1 1 JIW ■'in ** i jtiM3J 

HH 130 HEM I QUEST 
5L 135 NEKT COT 
NB 140 CLOSE 85 
»J 145 OEM 

MN 155 POSITION 11 ! PRINT BLANKS 

BK 155 POKE 02,2fP0SITI0N Q,SlPRIHT " CP 

hp it at ion complete." 
LF ISO PRINT :PRINT CHRSC2533 j "PUT THE OE 

STIHaTXON BISK IN THE DRI0E":SETCOL0R 

2,2,2 

HH 165 PRINT : PRINT "HflRHING 1 PUTTIHG THE 
WRONG DISK IN" SPRINT "MILL CORRUPT TN 
AT BISK"* 

EN 17B PRINT : PRIHT "PRESS RETURN TO SAME 
THE DATA AT THE" : POINT "NEKT A VAIL ABL 
E BLOCK ON BISK" 
QS 175 GET 81 , A : IF A<>155 THEN 175 
IS 160 G0SU8 755 ; REM * if* tm:iw.tizm 

HH IBS GOTO 30 i REM ■»1JiTII!Bl 

KU 2O0 DEM 

EH 205 PRINT CHRS f 25 3 I : IF PEEK <1S5> =136 T 
HEH PRIHT "END-OF-FILE ENCOUNTERED - C 
HECK": PRINT "OUESTION FILE** * GOTO 215 

HT 210 PRINT "ERROR "JPEEKC1553 

PA 215 GOTO 305 

LE 25fl REH 

JH 255 PRINT s PRINT "Please enter the nan 
e of the file"i PRINT "containing The q 
uestions: 11 ; PRINT :poke 752, « 

5H 260 PRINT "> " | I INPUT 816; FS : POKE 752 , 1 
DT 26S IF F#S" H THE K GOTO 305 
00 270 FIL£S=FS 

BH 275 IF NOT |T» CS*»I =" S* 1 OB FS(Z,2J-"i 
"3 THEN FILE$=**Dl:"tFILESCLEHCFILES3+l 

i -r s 

20 280 RETURN 

KV 38B REH 



TRIVIAL PURSUIT 

QUESTION MAKER 



QD 3B5 POP ; PRINT £ PRINT "PROGRAM TERMINA 
TED » " ! POKE 752,0; POKE lfi,l*2iPPKE 5377 
4 , 1921 END 

LF 350 REM 

HZ 355 PRIHT "IB* ti*l itirtfl , , .« 

tlZ 360 DIM QUSC7B3 , ANS(78I ,BUFlS«148i , BUF 

2SC1403 t BLOCKS (4B963 
PM 365 DIM SCANS (183* , CS til 

EB 370 RESTORE 902 ;FOR L = l TO 103 ! RC AD A: 

SCANS ELI -CHRS CA3 t NEKT L 
CL 375 DIM CMPSC1233 

VN 300 RESTORE SlltFOR L=l TB 123; READ A! 

CMPS CL > =CHBS CA3 : NEKT L 
MY 305 DIM CLEHSC041 

CG 3** RESTORE S101F0R L=:l TO 64 ! READ fl:C 

LENS CL)=CHR*CAJ [NEKT L 
ROj 395 DIM CODESS CI Z 03 

H7 4BB RESTORE 921 ! FOR L = l TO 120 J RE AD At 

COOES* CL) =CHRS CAI a HEKT L 
ZV 405 DIM C0NUSC1231 

ZH 41B RESTORE 9 SB I FOR L = l TO 123 1 READ A! 

COHOf (L3 =CHRS f A3 INEKT L 
Y A 41B DIM SPECIAL* (71 J 
QG 420 RESTORE 9 3 9: READ SPECIALS 
Z€ 425 DIH SPOSS Cl 73 

¥ft 430 RESTORE 941 1 FOR L = l TO 17 ! HEAD AlS 

POSSCD-CHRSCA) ? NEKT L 
HC 435 DIH SLENSC17) 

VZ 440 RESTORE S*3iF0R L=S TO 17 1 READ AlS 

L EN $ CL I = CHR S C ft J ! HEKT L 
TP 445 BIN BIOSC303 

UP 450 RESTORE 954iF0R L = l TO 30 ! READ A i P 

IOSCLI-CHRSCA3 JHFKT L 
ZZ 455 RETURN 

KH 50O REM — — ^ . — 

BZ SOS BLOCKS £1* =C»BS COl j BLOCKS C4096I =CHR 

S CB3 : BLOCKS C23> =BLOCKS 
KL 510 RESTORE 945 : FOR L-0 TO 123 : READ Ai 

BLOCKS *l + 49 + L , 1 t4t + l ) -CHRS tA3 : NEKT L 
SH 515 CP- 1 73 ! FOR l_ -8 TO 78 
PY 520 fl-fiSC (SPECIALS CL+1 , L+13 3 
¥F 525 IF A = 32 THEN BLOCKS f BP j BPS -CHRS (12 

0+ASC (BLOCKS IBP3 f I 
CO 53* IF AO 32 THEN BLOCK S Cl+OP , 1 +BP3 =C0 

HUSC1+A1 iBP-BP+1 
HU 535 NEKT L 
ZJ 540 RETUBH 

KY BOO REM " 

YJ 605 CS=OUS<l,l> ilF CS>=* l A" AND CS< = "Z" 

THEN CS-CHRSCA5CCCS3+321 : QU $ C 1 . 1 3 C S 
CP 610 CS=QUSCLEN«0US13 ! IF OUS = " ** THEN Q 

US=OU$Cl,LEN(QlJ£3-ll : GOTO 610 
YY 615 IF CS^"?" THEN QU$-QUS Cl . L EN CQU$3 - 

13 > GOTO BIB 
Rn 620 OUF15 C13 ^CHRS C03 :BUFlSC1403=CHRSCO 

> lBUFlSC21=BUFlS 
HH fi25 Li:USRCABRCSCANS3 , ADR CQUSl ,LENC0U$3 
,ADRtBUFlSi , ABRCSPECIALS1 , ADR CSPOSS3 , A 
DR CSLENS3 , ADR C C ONUS 3 3 
630 IF L-8 THEH GOTO 73B 
635 BUFlS=BUFlSCl r L3 ! BLEN-L 
648 REH 

LO 645 C$=ANSC1,13 S IF CS>="A" AND CS <="Z" 
THEN CS=CHRS(ASCCCS3+323 ! AN5C1,13 -CS 
650 CS=AN$CLENCANS3 3 ' IF ANS=" " THEN A 
NS = ANSClj LEN CAN S3 ~13 i GOTO 650 
655 BUF2$ Cll =CHHS ffll : BUF 25 Cl 4 03 -CHRS CO 
3 r BUF 2 £ C2I -BUF 2S 

668 L = USft CADft CSCANSI , ADR C ANS3 , LEN CANS3 
T ADR C BUF 2 $3 t ABR (SPECIALS? t ABR CSPOSSJ j. A 
PR (SLENS3 , ABR (CONUSS * 
SH 665 IF L^0 THEN GOTO 730 
GZ 670 BUF2S -BUF 2$ Cl # L3 tALEH-L 
RU 675 REM 

LI 0*8 BUFlSCLEHtBUFlSl +13 =BUF2S 

OR 6B5 L=USR tADR CCMPS3 , ABD CBUF1S3 , LEN C*UF 

153 f ADRCftl QCKSCltBP + ^3 J j ADR CCLENS> * ADR 

(CDDESS3 J 

VJ 65B BLOCKS (BP+1, BP+13 ^CHBS C4+L+l> i BLOC 

KS CBP + 2 , BP + Z3 =C«RS C0) 
PT 0*5 BLOCKS CBP+3,BP*33 =CHRSC0LEN1 i BLOCK 
S CBP + 4 . BP + 4) =CHBS CALEH3 



RH 
TY 

QZ 



HI 



KJ 



HI 








continued 
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ZA 708 RP=BP+4+L+l :1F BP>^4fl80 THE* GOTO 
7LS 

Zb 705 RF V OR* 

Z& 710 REN ~ 

HZ 71S PRINT CKQSC12 5) ;CHR$ CZ53> ;"NOT PNO 

UGH MEMORY - REDUCE NUMBER OF":PRlNT »* 

QUESTIONS" 
OS 728 GOTO 

ZR 725 REM " 

IK 738 PRINT ; PRINT CHR £ 1Z533 J " ILLEGAL CH 

ARrtCTER FOUHD - CHANGE" : PR T H T "SOLIRC-t 

FILE" 
PJ 735 GOTO 305 

ZI 758 «EH 

OC ?S5 BUF1 S 113 =BLA»k£ 

UC 769 A=U5R€ADP EfrIOS> * ASC t»R"J ,ADRCBllf 1$ 

Rtt 765 *ECT0R=05CESUFi$l5l J +Z56»ft5CCBUFl$ 
145 3 

UU 778 IF SECTOR <Z OR 5ECT0R>728 THEN SIC 
TOR = Z 

£K 775 IF SECT0»>679 THEN GOTO BBS 
ftl 7B8 REM 

PO 785 L = l i BUFlS=*LANK$ 5 6UF1S Ci28) = CHR$ 16 
53 ; A'USR t ADR (PIGS) , ASCC H 'H"3 , ADR(BUF1$J 
, SECT0R+58J 

we- 7*11 

AS 755 IF l_ + 127>-BP THEN A-76 

HF 688 IF L=I THEN 0=49 

YE 885 CS=BLOGK$*L+127,L+1273 

JT 816 BLOCK* IL + 1Z7, L+127J = CHR? (A3 

MK 815 D = USR CA6R tDT053 , ASC fi^H") ,ADR CBLOCK 

$ tL3 » , SECTOR! 
TK 828 BLOCKS CL+ 127 . L +127 > =CS 
OH 825 L=L+127;SECT0R=SECTOH+l 
LR GIB IF L<BP THEN 798 

UU 835 B UF1S=BLANK$!BUF1$<128) =:CHfl5 C63J ! A 
-USR EAD8 CDI6$) , ASC<"M"> , ADA<BUF1$> ,SEC 
TOR) 

CP 848 BUF1S = BLANKS : A=INTtSECT0PV25ft) ;BI1F 
15C3,3) =CHH$ ( SEC T OR - A*256 J i BUFlS (4 , 4) = 
CURS CA3 

20 645 A = USRCADR(1>I6$) , ASC t»H«') , ADR CBUFlS 

) . 1) 
£0 858 RETURN 

ZP 888 REM " ~ 

JI 845 PRINT CHRS C 1ZS > J CHRS C$S 3) ; "DISK FU 

LL " TRY ANOTHER 11 
PH 638 GOTO 385 

ZA 98B HEM — ~ — " " 

UM ?H1 REM KSEESM 

ML 982 DATA 184,184, 133, 215, 1 64 p 1 33 , 2 1 4 , 1 
B4, 18 4,133,216,184,133*218,184,133,217 
, 184, 133,2 25, 1*4,133,224,184 
PL 583 DATA 13 3 , 227 , 184 , 133 , 226 , 184 , 133 , Z 
29, 184, 133,226,164,13 3,231,184,133,238 
,169,6,13 3,219,13 3.212,133 
AG 384 DATA 213, 164, 219, 177, 214, Z81, 65, 14 
4, i*,ZBl, 91. 176, 15,24,185.32, 145, Zl4,l 
68,34,177,236,164, 212 
UK 985 DATA 145,217,238,212,164, 219. 177 P 2 
14. 72, 169,8,133. ZZ8 ( 169 , 6 , 133 F 2Z3 , 164 , 
2 28, 177, 226 , 24 ,181,223 
FH 986 DATA 133,221, 1 65 , 21 9 , 24 , 181 , 2 23 . 1 3 
3, 222, 197, 21 6, 248,3*, 164, 222 ,177, 2 14,1 
64,2 21,2*9,22 4,2*6,26,238 
10 967 DATA 223,165,223,164,229,283,228,2 
88 , 2 16 . 184, 165, 228, 72 , 166 , 165 , 213 , 24 , 1 
13, 226, 13 3, 21*, 196, 21*, 169 
ZL **6 DATA 255,286,8,238,220,165,228,261 
, 17,Z88, 186, 184, 168,177,238,246,15,164 
, 212 , 145, 217, 238, 212, 2 3B 
VO 96* DATA 2 1 9 , 166 , 2 1 9 , 197 , Z16 , 288 , 1 38 . 9 

6, 169,8,133. 212, *6 
M / 918 REM MAiiaM 

LH 911 DATA 184,1*4,133,215,184,133,214,1 
04 , 104 . 133, 216, 164 , 13 3, 218, 184 , 133 , 217 
.164,133, 228, 184, 133, 219, 184 
BO 912 DATA 133, 2Z2, 184, 133, 221, 169,6,133 
,223,133, Z12. 133,213, 133, 2 2 4 , 164 , 22 3 , 1 
77,214,168,177,219,133,225 
TO 913 DATA 152,16,166,177,221,133,426,2* 



8, 177, Z21, 133, 227. 164, 212, 38, 22 7. 36, 2 2 

6, 177,217,4 2,145,217,236 
GO *14 DATA ZZ4, 165. 224, Z6i. 6, 268,6,163,9 

. 133, 2Z4, 2 38. Z1Z, 196,225,268,227.238, 2 

23, 166,223,197,216, 208 
IW 916 8 A T A 138,198,212,165.224, 248, 19,23 

0,212, 164. 212,38, 226, 177, 217,42,145,21 

7,2 38,2 24,165, 2 24, 281,6 
UK 916 DATA 288,239*96 

ii r 3i7 rem mtwiM 

UN 916 6 AT A 1,4,6,5,5,4,6,6,5,4,9,7,5,6,4 
,4,6,18,4,4,5,6,7,6, 9,6, 16,8,8,16,11. 1 
1 

PI 919 DATA 18,18,18, 18 ,16,13, 13,3,0,7,8, 
12, 9,8,6,7,6, 8, 7, 6, 6,8,8,9,*, 9. 18, 11, J 

0 , 18, 1*, 5 
HK 928 REM 

61 921 DATA 8,8,168,6,184,0,56,6,144,0,22 

4,9, 8,8, 18*, 8 
VE 922 DATA 48,8,16,8,156,9,284,8,216,6,2 

12,8. 96, 9, 128 , 8 
OS 923 DATA 286,8,10,128,112,8,32,8,248,8 

, 244 , 8, 14, 8, 176, 8 
IK 924 DATA 158,126,188,8,288,192.12,8,15 

4,8, 158 ,64, 2 66, 192, 286, 2 24 
EC 925 DATA 2 4 2,64,242,8,18,64,18,192^86 

,126,18,8, 16,8,64,6 
00 *Z6 DATA 287,6,152,8,157,6,18,16,288,6 

, 155, 8 r 4, 6, 282 , 8 
UI 9Z7 6 A T A 241,8,159,6,8,8,246,8, 11,8.28 

1,8,13,8, 296,6 
ME 9Z8 DATA 24 3 , 6 , 156 , 128 , Z42 , 192 , 1 8 . 3 2 , 2 

42, 128, 268, 1 28 . 1 58 , 8 , 19 2 , 8 
tM 929 RFM WKfiJUM 

MU 93B DATA 45,47,48.49,58,51,52,53,54,55 

, 56 ,57, 56, 5*, 68 . 61 
OC 931 DATA 62 , 6 , 8 , 8 , 6 , 6 , 8 , 6 , 8 , 8 , 8 , 8 , 6 , 8 , 

8 , 8 

GO $32 DATA 3*, 8, 41, 8, 6,43,8,42,8, 8, 8, 6, 4 
6,44,45,8 

JZ 933 DATA 27,28,29,38.31,32,33,34,35,36 

,37,38,8,6,8,8 
PK 934 DATA 8, 6, 8, 8, 8. 8,8, 9,8, 8, 8, 8, 6, 8, 8 

,9 

AV 935 DATA 8,6,8,6,8.8,8,9,8,8,8,9,8,8,6 

UU 936 DATA 8,1,2,3,4,5,6,7,8,9,16,11,12, 
13, 14, 15 

UN 937 DATA 16,17,18,19,28,21,22,23,24,25 

,26 

PH 938 REM Hd£R3Sf)« 

MO 939 DATA who when Why what which hOW d 
oes did is was and the to in of with i# 
ear . 

JD 346 REM ■M-JiteM 

UO 941 DATA 8,4,9,13,16,24,20,33,37,48,44 

, 40,52,5 5,58,6 1,66 
AO 942 REM MUM 

YC 943 DATA 4,5,4,5,6,4,5,4,3,4,4,4,3,3,3 

,5,5 

HD 944 REM ■jUA'JkUl^ 'Tiff 

DK 945 DATA 37,64,65,38.66,17,62,61,36,33 

,88,68,18. 78,44,55 
Kit 946 DATA 73,75,27,28,76,77,78,79,51,68 

.58, 82, 41, 64, 89,11 
TJ 347 DATA 88 , 6 , *8 , 92 , 23 , 2 , 94 , 16 , 96 , *7 , 8 

f 4, 188, 63, 163, 184 
LL *4B DATA 185,19,14,15,1, 169,5.112,39, 1 

IS , 117, 119 , 121 , 123 , 38 ,43 
KV 949 DATA 59.31, 34,35,29,26.67,32,58,69 

,57,24,71,72, 74, 5Z 
LH 958 DATA 54 , 45 , 42 , 49 , 5 3 , 48 . 48 , 5* , 81 , ZZ 

, 63, 85, 47, 87, 89,46 
IC 351 DATA 91, 33, 25 , 7, 35, 13 , Zl, *B, 3 r 99, 1 

61, 182, 12, 29, 9, 186 
JT 952 DATA 18,187,196,118,111,113,114,11 

6. 118, 12 8,122,124 

UB 354 DATA 184,169,1,141,1.3,184,184,141 

,2, 3, 184, 141, 5,3, 184 
GK *55 DATA 141,4,3,184,141,11. 3,164,141, 

19, 3,76, 83, 228 
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BEHIND THE SCENES 




BLINKY'S 




Zeppelin authors 
Ian Copeland and 
David Taylor take us 
behind the scenes and 
let us into some of the 
secrets of writing top 
games for the Atari 



The last Laird of Dnimtrochie castle. Hamish McTavish 
settled down to what he knew would be an uninterrup- 
ted nights sleep. Exactly one hundred years ago, unable 
to sleep for ghostly wailings. the fierce Ked Laird McTavish had 
fought a Tierce battle with the denkens of the underworld and 
banished all spiritual activity from Dnimtrochie castle. But 
now on the anniversary of the battle the famous scary school 
for young ghosts has sent it s star pupil, Blinky. to frighten 
Hamish McTavish and once again allow ghosU to roam the 
castles four walls 

BLINKY IS BORN 

Blinky the ghost dressed in rather natty red boots and de 
rigeur white haunting sheet was born not in a rain lashed 
castle atop a dark brooding hill but. sadly, rather less atmos- 
pherically in the Zeppelin offices on a hot summers day And 
the creation of his personality came not from a mad scientist 
but from the fevered imagination of Zeppelin's graphic artist 
Richard Beston, who despite evidence to the contrary is only a 
little bit mad. The design of Blinky came from half an hours 
doodling with scraps or paper, and eventually using a sprite 
editor to bring Blinky to life. Onee it was realised that this new 



character may have star potential the go ahead for a game 
based around the character was given. Pausing only to move 
offices the saga of Blinky began to unfold. 
Blinky' s Scary School is an arcade adventure in which the 
hero has to collect ingredients for potions, these potions give 
Blinky certain powers, which will help In the main task of 
waking Hamish McTavish (though how this is achieved is for 
now top secret!). The story line and graphics for Blinky s were 
all completed long before programming began, the writing of 
Fantastic Soccer was In progress at the time. This also allowed 
the graphic artists time to produce a large scale map of 
Prumtrochie castle which would show the position of all the 
rooms, the location of all the objects and enemy sprites (Castle 
Dnimtrochie is well defended by creatures hostile to ghostsl. It 
was hoped this would make the writing of I he game easier but 
thanks either to a disgruntled relative of Blinky or possibly 
Just an over enthusiastic cleaner the map disappeared one 
night never to be seen again, which meant that the game had 
to be totally redesigned a disheartening prospcel but once 
programming began things started to run more smoothly. 

CREATING THE ROUTINES 

FTngrammlng a game tends to fall into several separate seg- 
ments - the writing of sprite routines, producing editors to 
piece together all or the rooms, and finally the actual game 
mechanics, the "objectplckerupper" type routines. At Zeppelin 
all Atari 8 -bit games are written using an ST and a 6502 editor 
which for some strange reason is known as Jacky. Jacky is 
incredibly powerful and can assemble around 100k of source 
file, then port it across to a waiting XL in around seven 
seconds. It Is this speed that allows Zeppelin to write games 
quickly and of course economically. 

Blinkv is a flip screen game with about sixty rooms making up 
Hamish's Castle. The main problem game programmers face is 
fitting large numbers of rooms into the memory allowed. If 
each room was held in memory as a screen, (in the graphics 
mode used in BlinkVs a screen is about 4k), then lo hold all 
sixty rooms would take 240k. This is of course totally unfeasi 
ble. The method used for all sixty rooms Is commonly used by 
programmers and whoever first thought of it is one of the 
unsung heroes of the computer industry. The answer is to 
break up the elements of the rooms, the chairs, brickwork, etc 
into blocks. Kach block has a number and the rooms are 
stored as rows of these numbers. For example if a chair was 10 
and a blank bit was block 1 then 4 chairs with a spaee in 
between would be held as 10, L, 10, 1, 10, I, 10, In Blmky s 
there are 120 blocks and each block is 2 characters high by 4 
wide. To hold these 120 blocks takes just 4k (or one screen) 
The rows of numbers that make up the rooms are a further 6k 
(there are 100 blocks to a room therefore 100 numbers or 
bviesand 60 rooms totals roughly BOO0 bytes or Gk Thr total 
is therfore only 10k. a grand saving of 230k! It is this basic 
principle that makes games possible and without it games 
could only have 1 or 2 screens. 
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DESIGNING THE ROOMS 

What E have described is line in theory but It does not explain 
how the rooms were put together. Unfortunately computers 
just do not have the imagination to create rooms by themsel- 
ves and so a little human help is needed. Instead of typing out 
the numbers that make up the rooms which would be incred- 
ibly tedious, an editor program was written which, when a 
joystick wielding graphic artist was let loose, would allow the 
rooms to be designed. The artist could flick through the blocks 
and when tie had the one he wanted, use the joystick to 
position it on screen, using lire to place it down, With a 
maniacal glint in the artists eye devious traps and gaps were 
created to catch the unwary player. The best way to describe 
the editor is as a Jigsaw puzzle, with the picture slowly coming 
together as pieces were laid down (though of course we knew 
the last piece wasn't missing!). Once the rooms were designed 
the data was saved to disk and inserted Into the game. Now we 
had a castle but no Inhabitants! 

ONLY ONE SPRITE? 

The Atari XI. is able to display four hardware sprites onscreen 
at any one time, and it was decided at an early stage to use all 
four for Bllnky himself. Two for Bllnky's white body the other 
two for his red boots. This of course left Lhc problem of how to 
show the other characters in the game from the spiders to 
Hamish himself, and so a software sprite routine was written. 
Software sprites are totally independent of the hardware 
(hence their name!), and have certain advantages over hard- 
ware sprites, Tile main advantage is that, within reason, you 
can have a large number onscreen at once, your only limit 
being the speed of the processor. Anolher advantage is size, 
using the hardware sprites limits you to a sprite eight pixels 
wide (the reason why Blinky is two hardware sprites across), 
again within reason a software sprite can be any size, but of 



course nothing is perfect and there are horrendous disadvan- 
tages, software sprites take up large amounts of memory 
compared to hardware and to move smoothly onscreen must 
be both masked and shifted. The reasons for shifting a sprite 
are complex to explain taut basically involve holding four im 
ages of a sprite each one shifted along one pixel along from the 
last. The frame that Is displayed depends on the whereabouts 
of the sprite onscreen. Masking is the process whereby a sprite 
is moved over backgrounds without destroying them, It Invol- 
ves holding a block larger that the sprite with a sprite shaped 
hole in. The background underneath the sprite is cut out and 
stored in memory using this block as a 'mask'. When the sprite 
moves on the background Is replaced by the stored piece of 
background and the process continues, Each sprite and the 
other three shifts requires a mask. This requires an enormous 
amount of memory but once again there are solutions. A 
routine was written which would work out all the masks and 
shifts for only the sprites in the room In which Blinky was 
about to enter. This working out happens when the screen 
goes blank between rooms and explains the slight delay for (he 
new room to appear. 

GETTING THERE 

Once the sprites were moving the game began to take shape 
and screen shots for the cassette inlays were taken. At th<s 
stage there were still a few rough edges which needed smoo- 
thing out before the game was finished. One thing which was 
missing was sound effects, so onee again Zeppelin s Atari 
musician Adam Gilrnore was sent details in order to write the 
game music and sound effects. 

In the meantime the small but Important routines were 
written. Routines such as the clock (Bllnky has until sunrise 
to wake Hamish McTavish), and an energy bar to represent 
Blinky s spiritual energy which is depleted after contact with 
the castles nasties. It was whilst writing one of the more 
important 'small' routines that a problem was discovered. 
Blinky has to collect certain objects in his task and in writing 
the 'objeetpickempper' routine, it was discovered that no one 
could recognise what die objects actually were! Originally It 
was intended to represent the objects graphically I Jul dur m 
the screen resolution the used objects were unclear. What was 
"Herman the Haggis' to us would be just a mass of colour to 
others, therefore a compromise was necessary, The answer 
was to ditch the graphics (cue one upset graphic artist) and 
replace them all with one question mark, and at the top of the 
screen give a small cryptic clue to what the object was. Some 
of the clues border on the surreal "Des" greatest hits la 
favourite singer possibly?) to downright awful puns like like 
"flour power . Whilst not perfected it was hoped that this 
solution would not detract form the game play. Once the 
objects are picked up they are shown In the game display 
which, being in the high resolution, allows clear graphics to be 
produced. 

IT'S DONE! 

Once the sound effects were completed and added into the 
game, all that remained was a period of game testing. Even the 
most well written programs have bugs and Blinky's was no 
exception. But once all the bugs were completely eradicated 
the game was declared complete. A master tape was prepared 
ready for duplication and the programmers bowed out leaving 
their creation to the whims of the marketplace. 

The next project for Zeppelin is a temporary abandonment of 
the XL by the Inhouse team, to produce a 16 bit Bllnky but 
never fear we will be back with Blinky 11 in which Bllnky goes 
on holiday to the good oP U.S. of A! # 
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TIPSTER 




The Tipster is here again with a whole host of 
hints and tips on a variety of games as 
discovered by you - the ever vigilant and 
brilliant Atari fanatics. Let's blast off this time with 
our prizewinner, get down to a breakdown of 
POWERDOWNt 



A complete breakdown from P.J. 
-Terry who will soon be tinkling 
away on his freebie. Here we go 
but first make sure you avoid lazer 
beams at all timesl 
Go UP arid LEFT and UP again. 
Shoot through the red blocks so that 
the Blue Guard coines out. Go DOWN and 
RIGHT, WAIT until the Guard has turned the 
while bricks to red. Shoot through the red 
bricks, Return to the collection ol red bricks that 
arc to your LEFT. Get ihc SHIELD. Fire It so 

Is in the RIGHT enclosure and open the 
door. Shoot through the three rows of 
red blocks. 

Fire the shield up to where the radar Ls. Now. lire the shield to 
the LEFT (avoiding the lazer lire). Fire the shield up 10 the door 
then open the door. Fire the shield through the door and close 
die door behind you. 

Go to the far RIGHT and use the shield to block the electronic 
force field. Fire DOWNWARD to release the Guards. Collect all 
the shields you can find. Take the shield UP and to the LEFT 
Open the door and use three of the shields to block off the 
foreefield as before. 

Put all the other shields next to the door. Keep all doors open 
and coax the Guard up to this area. When here, view the 
television screen which is directly above the door, using the 
scanner. The Droid will have created a 3-dlglt code. Fire that 
code into the combination panel next to the door 

Go UP and to the LEFT, take the shields with you and 
position them near the narrow passageway Release the 
Guards bv I in ill 1 . ,u. I he red 1.) I ticks and they will turn all the 
surrounding white blocks red. 

Close the combination door by changing the combination and 
firing at the pad on the other side When all the blocks are red, 
release the Droids and lock them out using the combination 
door. Bring all the shields up with those that you will discover. 
Fire one to block the large gate and fire the rest as far up 
through the hole on the far RIGHT as you can get them. 
Close the door and dodge UP whilst it shields you from the 
lazer fire. Cover Argon s cannons on the RIGHT using three 
shields and shoot the rest as far LEFT as you can get them. 
Shoot LEFT at the gate. As it closes, dodge to the LEFT. 
Cover Argon's cannons with three of your shields and shoot 
the remaining one up the hole on the LEFT to cut off the 
foreefield. Go DOWN and shoot RIGHT to close the door. Shout 
the red blocks near Argon and let one Droid through to destroy 
the white blocks. 

Shoot through these when they are red. Argon will be killed 
and the combinations for the four reactors will be static Fire 

in ALL FOUR combinations and the power will be shut off 

vour mission is complete!! 



STy vs spy 

Help on this comes from Richard somebody, I couldn't make 
out his surname - must get some new glasses! 

First you must kill the other spy when you start. Then you 
booby-trap all the doors and find the room with the Airport 
door. Once you are in there you booby-trap the doors. The best 
traps to use are the water bucket on the side doors and the 
gun /string on the bottom of doors. 

I his way. when the other spy comes in, he will get killed and 
drop the stuff that he was carrying. Then reset the trap on the 
door and search the room. When you find the objects DON T 
store them; just put them back 

Keep this up until they Eire all found then pick them up. Go 
over to the door and leave. If you kill the other spy outright 
With a booby-trap where Ire doesn't actually conic- into the 
room, then go to the one in which he died and collect the stuff 
If you ever find that you are blocking a door, i.e. you are 
standing in a doorway and he can t get past, but you arc not 
on the same screen, then access your trapulator, select the 
time -bomb and drop it. Move and let him in then go out and 
block him from the other side and he gets blown up! 

GRUMBLE'S CRISIS 

A little snippet from Gareth Powell. On the second level when 
It says DO YOU WANT TO PIiACTlCE? h press the N' key. turn 
the cassette over, rewind it and press PLAY then press RE- 
TURN. Now you will get onto the third levell 



Paul Shakespeare gives us 
some tips on this Zeppelin 
1990 release. 

Hint 1; Wlien the Goalie has 
the ball in a place kick - yours 
or opponents - tf^e player runs 
towards the Goalie. Press the button and a foot 
can be seen from underneath the player. Do this 
as near tfie ball as possible, 

Hint 2: Wf\en you or your opponent are chasing 
the ball press and depress the but ton and the foot 
will come out and you will run. faster. 
Hint 3: When you are in the clear for a goal go 
at an angle - NOT straight! 
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THIS ISSUE'S COMPLETE ADVENTURE SOLUTION! 

Remember way back in the infancy of these pages when some- 
one called out from the darkness: "Got anything on OPERA 

HOUSE?" well here it Is. courtesy of K-A. HURRY of 

Crewe! f 

(Big Nose Software) 

As usual with these full solutions, the directional commands are 
L as is 1 but the verb; noun input is reversed, i.e. LOOK TABLE 
becomes KOOL ELBAT!! 

KOOL EERT - EVOM EE AT - S ■ UP ■ TEG NOTAB - D * NEPO 
ONAIP - TEG 3GNIRTS - N - W - KOOL REVEL - TEG EGDEW - 
OC ROOD - KOOL ELBAT - TEG TEKCIT - OG ROOD - N - W - 
KOOL SREKCOL - TEG WOB - E - TEG TLOB - XIF WOB - DAOL 
WOB - TEG NACLIO - S - LLUP REVEL - E - PORO WOB - E - OG 
ROOD - KOOL ELBAT - KOOL ESOUM PART - TEG ESEEHC - 
ESU NOTAB ■ TEG ESEEHC - 00 ROOD - N - TEG RENNAPS - S 

- W - W - N - BMILC REDDAL - PORO RENNAPS - BMILC 
REDDAL ■ S - E - S - S ■ TEG HCROT - S - E - E - OG ROOD - N - 
KOOL DRAOBPUC - TEG TSRIF OIA TIK - S - S - W - W - THGIL 
HCROT - OG SRIATS - UP - THGILNU HCROT - N - OG SRIATS - 
LIO TIXE - EGDEW TIXE NEPO - PORD TSRIF OIA TIK - D - S - W 

- TEG KAOLC - HAEW KAOLC * E - THGIL HCROT - D - D - 
THGILNU HCROT -N-N-N-W-N- TEG REVIRDWERCS - S - E 
* S - S - S - OG ROOD - E - E - $ ~ EVIG TEKCIT. 

N - THGIL HCROT - OG ELOHNAM - PORD KAOLC - TEG SAG 
KSAM - RAEW SAG KSAM - TEG PMAL - N - EVIG ESEEHC ■ W - 
LIO DOOLF ETAG - NEPO DOOLF ETAG - OG DOOLF ETAG - E 

- KOOL PMAL - PORD PMAL - N - W - UP - WERCSNU LLfRG - 
OG LLIRG - DNAH FFUC SGNIR - E OG ROOD - OG PART 
ROOD - W - LLUP REVEL - E - S S - 5 - OG SRIATS - UP - 
THGILNU HCROT - N - OG SRIATS - KOOL TSRIF OIA TIK - TEG 
NOTTOC LOOW - TEG MROFOROLHC - OG TIXE - RUOP MRO- 
FOROLHC - PORO LOOW - OG TIXE - D - S - THGIL HCROT - D - 
D - N - N - N - TEG WOBSSORC - THGILNU HCROT - W - N - 
BMILC REDDAL - TEG RENNAPS - ESOLC EVLAV - PORD 
RENNAPS - BMILC REDDAL - S - LLUP REVEL - E - OG PART 

ROOD ■ OG ROOD ■ W ■ LLIK MOTNAHP to complete the 

game!! 

' ■ 

MAP OF STORM AND MORE 
HINTS OVERLEAF W 



AND THE WINNER IS... 



F.J. Terry should be having a tinkle by now on his 
new CASIO SA 1 ELECTRONIC KEYBOARD, his prize 
for the best contribution to the Tipster column this 
issue. If you want to try and. win something send! In 

hints or tips or a solution and you 
could be the lucky owner qf three great videos (VHS 
format) - OHOSTBUSTERS, THE DARK CRYSTAL and 
Michael Jackson's MOONWALKER. Now you can 
watch the film of the game and then go and play the 
game of the film. Only if you «tt4 in some great 
hints, tips, maps or solutions though. 



Cass £7-99 Disk £9-99 

Coming Soon! 

PROJECT 
XANTHEIN 

ZERO WAR 

SHADOW Of THE 




ATARI XL/XE 



HARLEQUIN (THE ENTERTAINMENTS) LTD 

76 LINCOLN WAY CANVEY ISLAND ESSEX ENGLAND SS8 9SL 

Telephone 
Sales 4 Administration 0268 695355 
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Scroll 


BR 




Brooches 
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Treasure 
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Annouf 
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Bottle 
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Cabbalas 


KN 




Key Needed 


KNW 




waste of a keyl 


RN 




3 Brooches needed 


SKftl 




Special Key 
Nu . 1 needed 


SKN2 
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Special Key 
No . 2 needed 


SPN 1+2= 


Special Key 






found here 
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STAR'f 



■ Disssppearing ffall 
= Impassable Wall 



{Happed by Tony Johnson] 



Tms c. 
Must B! 
TOUCH! 



A. 



FEUD 



A coupler ol lads' tips have been put together to help you out on 
this one. Thanks to Dcaii Chad wick and Stephen Garbett. 

1 . You take the role of Learic and playing the game is simply a 
matter of moving through the Kingdom collecting ingre- 
dients to make spells that you are then able to mix and use 
against your opposing Wizard - but remember ... he's doing 
the SAME and is out to destroy yout 

2. Sprites, Fireballs and Lightning can be dodged but you 
musn't run away! 

3. Villagers and Travellers can be changed into Zombies. Villa- 
gers, being of low intelligence are more susceptible to order 
when In a Zombie' state. They will walk in the direction you 
indicate but won't leave the limits of their own territory. 

4. The compass points to Leanorlc. 

5- To get a lot of spells, go to the Herb Garden. To find the 
garden, when you appear on the screen if you move UP you 
will see a fence and a Gardener. Follow the fence around 
until you t ome to an entrance. Enter arid collect as many 
herbs as you can belbre the Gardener comes and drains 
your energy. If you hang around for too long your brother 
will arrive. 

6- When mixing spells, stand in front ol your cauldron anrl 
press the FIRE button, then move your joystick left and 
right to turn the bottom of the spell hook. When the book is 



opened to the required spell, release the FIRE button If you 
have both the ingredients. This is shown In red lettering in 
the spellbook. The spell will be mixed and you will then be 
'armed' with it. 

7. To cast a spell, you need to be armed with it. II this is done 
at the mixing stage, push the joystick UP and release the 
button to cast a spell. Some spells may only be used oitoe f 
whilst others can be used a number of times. Different 
spells can be cast by turning the spell book pages whilst 
holding down the FIRE button, similar to mixing spells. 

8. To collect HERBS stand in front of the herb and walk 
towards it. The Wizard will bend down and pick it up 
successfully picking up the herb will be shown on the 
spellbook. 

9. Spells & Ingredients: 

A. TELEPORT = DANDELION + BURDOCK 

B. PROTECT = PTFERWORT + RAGWORT 

C. SPRITES = SNAPDRAGON + TOADFLAX 

D. ZOMBIE = DEVILS BIT + BONES 

E. SWIFT - SPEEDWELL + MAD SAGE 

F. FREEZE - BIND WEED + BOG WEED 

G. DO PP LEG ANGER = FOXGLOVE + AT SEAR 

H. INVISIBLE - CHONDRTLLA + HEMLOCK 

I. REVERSE = THISTLE + SKULL CAP 
J. HEAL ■ BALM + FEVERFEW 

K. FIREBALL - DRAGONSTEETU + MOUSETAIL 
L» LIGHTNING = CUDWEED + KNAP WEED 



Ttiunk you all once again for your continuing support for the 
Tipsier pages arid thus lending a much- needed helping hand to 
your fellow Alurians! Don't forget to keep 'em coming and don't 
forget the new games like those reviewed this issue. Will YOU 
be the first to crack the latest games? 

Send your hints, tips, maps and solutions to 

THE TIPSTER 
NEW ATARI USER 
P.O. BOX 54, STAFFORD, ST1G 1DR 



A TIPSTER EXCLUSIVE! 



Every reader sending in a *it W hint, 
tip cheat or map will receive THE 
TIPSTER i unique badge, whether 
the contribution is used or not . The 
only qualification it that the tip 
must not have been used before in 
this column (ripping pages out of 
old Marl User mags doesn't count 
either!). Please note that we cannot indicate whether your hint or rip 
wU] appear in a future issue it might. It might not - depends what 
The Tipster had for dinner when he conies t« type up the column. 
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DOS UTILITY 



QUICK DOS 



by JUAN JOSE RODRIGUEZ 



- 



Here's another neat little program from our friend Juan Jose 
Rodriguez from VenezuaJa, a modification to DOS 2.5 that will 
enable seasoned users to save a little time when using DOS, 
As you know, each of the DOS mem; functions requires at 
least two keypresses, one to select the item and then RETURN 
to execute It. Juan's program will modify your DOS so that you 
only need to press a single key for each option, you'll be 
surprised at how much more pleasant this modified DOS is to 
use. 

Type in the program shown and SAVE it to disk. Make sure 
you have a disk with a couple of free sectors in your drive and 
then RUN the program, it will write a file to your disk called 
MDF25. Next call up DOS (make sure you are using DOS 2.5) 
and select opuon L - BINARY LOAD and use the filename 
MDF25. Once you have run this you will find that your new 
f one- touch' DOS is active. 

All that remains is to save your newly modified DOS 2-5, Just 
get a new disk to act as your masti c arid select item H (Format 
the disk first if you need tol to write DOS. Now whenever to 
boot up with this new disk, your one touch DOS will be 
active. Simple and a pleasure to use! 



EH 
UE 
QC 
HB 
RF 
FC 



REN 
REM 
»FH 



ONE-TOUCH 005 2,5 

by Jum Jos* Rodriguez 



a 
N 

rem n 

REM 8 NEH ATARI USER 
ffEH M I I I I III IH Ii ail l lH I U i m Ot 

REM 



June 199ft fl 



LT 1UB TRAP 156 

ZK 12* OPE* ltt,ft.fl,"&i»fI5" 
EG 13ft RESTORE 

Hf, 140 READ A]PUT ttl , A i GOTO 148 
IH 159 CLOSE HI t END 

AM lflOfl DATA 2:55 , Z5S , B, S f 77,6, 162 , S ( IBS, 
14 j ft, 167,12 7, 46, 23 2 , 2 24 , 64 , 266 , 24ft , 96 , 
ift2 

BN lfllfl DATA A 3 .. I 4 I .. J ft 4 r 2 9 . t 4 I . L ftfl . 4 fi , 1 2 , 
lll f 4l> 173,246 f 36, 16, 6, 32,146, 25 1 76,1ft 
,33 

DA 1626 DATA 162 * 46 , 1*9 , 16ft, 3 2 , 176 , 45 , 1 71 
,164,29, 95,32,155, 1 7 J , 37,221, 72, 173 , 36 
, 2ZB, 72 

ZL 1B3B BflTfl ^,;l r fl..fl..(l,9 l fl,t) r f]..e i 3 l il t 0 r 0 

, ft, 6, 6,6, 0,6, 6 
HI 1646 DATA 774, 2, 225, 2. ft, <> 







—I 



Have you read the reviews? 



BOP 'N WRESTLE 

INFILTRATOR 

£9.95 each 

Disk only (64k) 



PLEASE SEND FOR OUR 
FREE CATALOGUE 

HUNDREDS OF TITLES 
AVAILABLE FOR 
THE XL/XE 
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/ X E T P E ™ 1 i\ 

GREEN FINGERS 



Green Fingers is an arcade /strategy game for 1 player 
requiring a joystick. The object Is lo grow as many 
flowers as possible and sell them in the shop. 
Play commences in the shop where you are given a menu wilh 
the various things you may need lo grow the flowers. By using 
the Joystick position the arrow next to the item you want and 
press the button to purchase it. You are allowed up to 5 
purchases on earn trip to the shop. 

Armed with your purchases you exit the shop by selecting the 
exit option and pressing the Joystick button. Next you drive 
down the road to your house taking care not to go through too 
many red lights or you'll wind tip in jail lor a while 
At home you go to the greenhouse and your purchases are 
added above the appropriate column up to maximum of 9. The 
upper part of I he screen contains a number of bases for your 
planl pols to sland on. To pick up Items use the joystick lo 
move the arrow across die menu and press the bul ton to 
selert. On doing so a cursor appears In the upper pari of the 
screen. Use your joystick to position the cursor above the 
required base and press the hullon to deposit the Item. To 
return to the menu portion of the screen merely move the 
cursor down uniil H disappears. Note however that if you are 
carrying a pack of 6 items such as pots deposit them all before 
returning to the menu otherwise you wilHose the remainder. 
The watering can. the net and the scissors stay on I he menu 
and can be used continually. 

Make trips to the shop to replenish slocks as necessary or lo 
sell your flowers before (he shop closes, 

GARDENING TIPS 

You will need pots, composi and seeds in that order lo begin 
with and then you will nerd to water the plants frequently lo 
nuke them grow, Watch for pests such as Hit's, buuerflirs and 
slugs. To use fly killer or the nei etc select it and touch the 
pest with your cursor. If the pests touch your plants you will 
need dust or pellets etc to kill their offspring or the plant will 
die. 

Check your plants regularly for signs of trouble - they will 
flash - and take remedial action. If watering doesn't work and 
they aren't crawling with pests it might be mildew, F'ungiride 
should clear ihis. 

That's all Ihe tips you are going to get I'm not saying how to 
kill a slug or what to do when your watering can disappears 
before your eyes or while you are away because that would be 
telling. The strategy is yours and you II find out in due course. 
If the neighlHnirs complain about the music it can be muted by 
pressing OPTION. 

Nappy garden ingl 

by BILL HALS ALL 



Fancy a bit of indoor 
gardening? It may be 
harder than you think! 



~T H WE 




TYPING IT IN 

Cassette and disk users should lype in Listing 1 . SAVE or 
CSAVE a copy, then RUN the program. The program will check 
each line of data and inform you of any errors. Correct any 
errors and RUN the program again until all errors are elimin- 
ated. When Ihis is done answer the casselte/dlsk questions 
accordingly to create a boot tape or binary disk file. 

To load the boot tape remove all cartridges then I urn on the 
computer while holding down the START key (XL owners 
should hold down OPTION as well). Press RETURN and the 
tape will load and run automatically. 

Disk users should type in Listing 2 and save ii on the same 
disk as the binary file created by Listing 1 RUN the Listing 2 
program with the disk in the dri\e and the game will load and 
run automatically. 

Note for disk users: If any other programs have been used 
prior 1o Listing '2 being loaded it is recommended that the 
computer be turned off and on again before Listing 2 is loaded 
and run lo ensure that the game isn't corrupted by any data 
left In memory 

Note for WK users: Although you need more than 16K to 
accommodate Listing I the hoot tape produced will run on I6K 
machines. So. if'uvu hnn- emu frier ids wilh larger machines 
leho will produce a copy of ihe boot tape you can mill play the 
game. 



US 
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GREEN FINGERS 



eh i rem mmammmm mmti m i ljuiuuh mm tmimm 

OU 2 REM tl GREEK FINGERS tt 

AC. 3 REM tt bg B.L1 HdKJH q 

HB 4 REM tt tt 

Rf 5 REM O HEM ATARI USEft June 1 7V» U 

FC & REM t»tiiTnTU»mmmuitt mH ittmmuimi i umum 

nn 7 rem 

BK it NfH 



PD ZO DIM LIHE$t96) ,flSt81921 !LIK=«B:CHT 

--48 : TRAP 1OO;G05UB 288 
LM 38 A$<1>="0": AS COISZJ^'O": ASCZ) rA$ 
RG 40 Lt MEDLINE + 18: CNT~ CNT+46 : REAP LINES « 

chksum: ? -mimiai LIME "JJ LIME 
IH 50 CHtt-USRC1536,AOflCLINE$3 , AfrH IA&3 +CNT 

1 

01 60 GOSU0 300:G0T0 40 

MM 100 IF PEEKC135J(>6 TNEN ? "ERROR "jPE 

E K (1953 ;CHR&C253) : END 
AL 110 ? " lililrimtmilftl'J " : TRAP lOO 
RX 120 t "(DJI5K OR <T> APE":G05UB 180 i IF 

K~6B THEN 14S 
AK 138 f "READY CASSETTE AND PRESS RETURN 

" * OPEN ttl,8, t28,"Gi "i GOTO 160 
KU 140 ? * ' RF AD V BISK AND PRESS RETURN" : GO 

SUB 186 I IF KOiw THEM 140 
FN 150 OPEN Wl,8, O, "0- i GREEMf IN .OB-J" 
KQ 1GO ? Hi ; fl v ( 1 r !.) f> -T 7 3 ! CLOSE HI I END 
ZH 180 CLOSE HI: OPEN ttl , 4 , 0 , "K ? " : GET HI H K 

ICLOSE ttl : RETURN 
HO £00 FOR A=1S36 TO 1656 : READ D i POKE fl ,D 

J NEXT A! RETURN 
IX Z1B DATA 216, 104, 104, 133,204,104,133,2 

03, 104, 133, 286, 184 , 13 3 , 20 5 . 16 3 , B, 141 j 1 

27,6,141 

II 228 DATA 1 20 , 6 , 160 , 255 , 140 , 123 , 6 , 148 , 1 
26, 6, 173, 126, 6, 201, 47 , 208, 11,173,127,6 

OG 238 DATA 133,212,173,128,6.133,215,96, 
172* 125, 6, 200, 140 , 125,6*177, 203, 32,111 
, & 

15 248 DATA in, 10,18, 18, 141,123,6,172, 125 
,6, 280,148, 12 5,6, 177, 203, 32, 1 11 P 6 ,24 

ZH 258 DATA 107, 123, 6, 172, 126, 6, 200 , 140 , 1 
26, 6, 14S, 205, 24,109, 127,6,141,127, 6, 17 
3 

MY 268 DATA 120, 6, 105,6, 141, 128, 6, 76, 30, 6 
, 96,201 ,50,144,4,56,2 33,55, 96,56, 23 3,4 

e, 96 

YL 3O0 &LNE-PEEK T1B4 J *2S6+PEE* (1835 

RO 310 IF LXHEODLNE THEM ? ' TNHTIJ "jSTRf < 

LINE) [atBIMI " SEND 
OZ 320 IF CHKSNMOCHK THEN ? "IMlLIsld TH DA 

TA AT LINE " % SIR* CL INE5 : END 
ZF 330 RETURN 

XE 100O DATA e02Ce82627Z8ft3008f>2FO2A93C8O' 
02D3A90BBDE70285OeA93S8DEaB2B5BFA9 2aB5 
OAA728650OlO604C55340Q0000Oe00 . 3557 

DI 1018 DATA 0888880000000000610181616181 
8181163C3C3C3C3C1888 3F7FFF7F4A7B*fi/liHB 
C0E4C24FC244CO0O11214IF3412111, 4188 

OM 1020 DATA FEFF F F 6565050 5FFFF Si FF4 24 24 2 
4 2 7EFFF FFF7E7E7E7E7CBBB8080BBB8888fl8B8 
OS0a606B3SlB0aOS0B8B6E6C3OlS08 ,4151 

UN 1030 DATA 0O0O0O061C 1C1C0B1C3E 7F 77777F 
3E1C 00 182B40FC 40 20 10 008088884 32 A1CO6O0 
06083636 068808000608 143E362A08, 1765 

MR 1048 DATA 0800088809080000800608061408 
08B08e8ei4BSaBB8OaeBeBBBA040C0F8FE7Fe0i 
I 



0 80 50 203 IF 7FFEOB0 814 8080 140 808 ,1627 

JN 1858 DATA OF 14 3S742S3F 2 A 3FF854 565 ? 52F E 
AAFE0O000O4OFF3E0i:04OOO4aG5EFF0e000008 
80B88 2FF7C39Z808ZB38 7AM L BHUBOB, J£35 4 

BE 1868 DATA 808088 80 B080 34 2 8250033 2 62F 30 
80000000000000000800080808000080088086 
80800000000000 7463606500000000, 116 2 

HM 1070 DATA 0008000808888888686000 860880 
000868880800080808008088888808088880 3 F 
3F3F3F3F3FIF3FIF3F3F3F3F3F3F3F, 1BBB 

KH 18BO DATA 3F3F5F3FO000808000800800O0OO 
n0800BBBBOBOBOB0 00 00A6ACAFB7A5B2B0B3Al 
ACA5B3O000D0O0O0O0Q600O0000000 , 2563 

KK 1070 DATA eoeOOOOOOOOABOOOOOOOOBOOOOBO 
0O083F3F3F3F3F3F3F3F3F3F3F3F3F3F3F3F3F 
3F3F3F8Beee8808O80800e8000O0O0, 1260 

IZ 1180 DATA 0008886868888888080000000030 
3 53 22 32 0213325 3 38888000000000080000008 
008000 00 00 00 00 00 00 000008000000, 3 98 

XT 1118 DATA FBElt 9F208EFE6OOF3E3E3F3F3EF 
F2F3FFFFOO0OF3EFE9ECeeF0E5F3F488E4F5F3 
F4FBD6FDFFO008E6F5EEE7E3E3E7E4 , 95 3 7 

UB 1120 DATA F5OOFBD6FDFFFFFFFFFF8880F3EC 
F5E780F0E5ECECE5F4F38BFBD6FDFFFF00O0E6 
E5F2F4ESECE3F3E5F2 00FBD6FDFFFF, 3651 

VO 1130 i>fllfl FFF FO&0BF7E1F4E5F2E3EEE7BBE3 
EIEEFFFFFFFFFFFF0B0OF3E5E5E4F38BFBD6FD 
FFFFFFFFFFFFFFFFFFO800E3EFEBF8, 3747 

(...) 1140 DATA EFF3F4B0FBO6FDFFF FFFF FFFFFFF 
fl0O0F0ECElEEF400F0EFF4F308FBD6F&FFFFFF 
FF8B88E3EEF3E5E3F4B0F3F0F2E1F9, 9729 

KH 1150 BAT A FFFFF FFFFFFF O0O0E2F5F4F4E5F2 
E6ECF3O0EEE5F4FFFFFFFFFF 80 0OE5F6E9F4Q0 
E8F2EFEBO0F3E8EFF0FFFFFFFF0E00 ,3551 

HE 1160 DATA 1 Al A 1 A 1 Al Al A 1 A 1 Al Al A1A1A1A1A 
1A1A1A1A1A1A1A1A1A1A1A1A1A1A1A1A011A1A 
Ifllfllfll fltJT I fll A 1 AO 0080808000 000, 1B16 

AH 1170 OA T A 00O8S7O0O0D0O000O042001A1A1A 
IA1 Al Al Al Al Al Al AO 11 Al AlAlAlAl A011A1A1A 
lAlAlAOllAlA011AlAeilAlAlAlAlA,183 3 

Til llflB DATA 1 AO 1 1 Al Al AO 00 80 80 80 08 808801 A 
eilAlftlAlAlAlAOllAlAlAlAlAlABllAlAOllfl 
LAO 00 00 BO 00 00 0 1 A01 I A1A1A1A1A1A, 734 

HP 1190 OA t A OIIAIABIIAIAIAIAIAIAOIIAIAOI 
1A1A1A1A1A1AO11AO04 200808000000000001 A 
BllAlAlAlAlAlAeilAlABllAlAlAlA,854 

KB 1200 DATA 1A1A011A1 A011A1A1 Al A1A1A01 lft 

lAoiiftiaiaiftiaiaiaoiiftoiiAiAiAiAiAiAOi 
lAiAoiiAeoeooeoeo 0000000000 ei a, 76 e 

BU 1210 DATA lftlftOllAOllftlAlAiaiftlAlAlAlA 
lA011A011AlAlA0O0Oae020OlAF4E9EDE51AD0 
D01AOllAlAlAlftlftlA011AOllfllAlA,2 276 

VH 1220 ft AT A 1A i A I A 1 a 1 A i A 1 AO 1 1 A 1 A1A 1A 1A1A 
01JA01 1 A1A1 A J A1A1A1A811A1A8888OB8B081A 
0000000000000000000080 00 1A1 A1A, 7 06 

GF 1238 DATA 1A1 Al Al A1A1AB 11 Al A1A1A1 AlBl A 
1 A1AO11A1A1A1A1AC3C41A00008000O0800000 
0000004 200001A1A1A1A1A1A1A011A, 12 14 

RJ 1240 DATA 1 A 1 A 1 A 1 A 1 A 1 A 1 A 1 A0 1 1 Al Al Al A 1 A 
1A1A1A1A1A1A1A1A1A1A1A1A1 Al A01 1 Al A1A1A 
1A1A1AOOOOO0O 00 080 80 80 00 00 00 00 , 6 86 

SM 1258 ft AT A 8888888 Bl Al A1A1 Al Al Al Al Al Al A 
1A1A1A1A1A1A811A1A1A1A1A1A1A85B61A1A1A 
lAlAldlAlAlAlAlAlAlAlAlAlAlAlA, 1334 

OU 1260 DATA 0B0O00F 4E8E5O0E 7F 2E5E5EE E8EF 
F5F3E5O0O0O0 800000000000000000000000 00 
888888888888 86 8068808888888080, 3862 

AC 1270 ftftTA 0000000080008088888808000800 
080 08000008000000000000000000 00 0O000FF 
6 8 F F 08 F F 08 FF88FF88FFBBFF08FF 80 > 2 0 4 0 
. , 
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HA 1Z80 OOtfi FF0OFF00O00000000000O0000flO0 
00000000000000000000000000000000000 800 
000080000000008000000000000080,510 
KP 1290 DATA 0008000000 00 00 0880 0000000008 
O000FF00FF00FF0OFFO0FF00F Ffl OFFO0FF O0f F 
0OFF 80 8888 00 00 0000808000000000, 2550 
ZF 1300 DATA 008 0000080000800000 00 0000080 
0000000080800000000008000000000008 00 00 
000000000800000000000088000000 , 0 
OF 1310 DATA FFOOFF00FFO0FF00FF00FF80FFOO 
FF80FF8OFF 000 00 00880808080800808080000 
00 0000800000000000 000808000000, ZSSB 
ZP 1SZ0 DATA 0000000008008000000080008000 
OOO000OO00000000008OO0O00OO000080OO0FF 
OOFF O0FF OOFF0OF F 0BF FOOFFOOFF 80 * 2040 
UH 1330 DATA FF B0FF OOOOOOOO 00880800000008 
00000000080000000000880800080000008080 
0O0O00 tiH+i IUJ HU88OOO00O000D0D0DO, 113 4 
UE 1340 DATA D800&0OO&O0OD0DOO000O0OOO000 
0Q80E5 2E 73 38633363 26 732 66 43 3OOF4E9E0E 5 
0ODBD8FB25702F6F2561256C3S7523 , 5891 
JE 1350 8 AT A BOF3 E3EFF 200D6D0E934 72 3 46D2 5 
6F.3275ZE732988E8E9E7EB08D0D0F4QO6 13370 
2 408 3 48 7 2 77 43 3000 00 00080800000, 4600 
AC 1368 8 A T A FFFFFFFFFFFF f- F FFO0OO0428490B 
9018AZ006D00E09D00 3OBD00E1900O39E0D0FA 
A200BD30209DOO38ES10F7 A2 0OBDCO ,8112 
OO 1370 DATA 2 6 9DD036E 8E 81 BD8F5 A93O0DF482 
6802 70787e460e3AB6B6BfiQ6O6O6 8(j06 06 06O6 
0606068686 06 06060606060841002 7, 2888 
ML 1300 DATA A9888D2F022OD026A 2 888A9DO03A 
9D0O3BE6D0F?206A2 7A3 30BD87D4A9O2BD1D&8 
A90aA2OD9DFFCFCAO , OFAA9OlSD6F02j 5413 
BU 1390 DATA A98 08 08 BD 2 A 98 3 80BFD2 A900BD 30 
8 2A92 78&3182A9 3ABD2FB26BA9OBAA9D083C9D 
BO 3D 9008 3E9DO03FE6DBF 168 A 98080,4639 
UH 1488 OA TA 8G86 A 9D08D A A2680 AB 26 A9028DC8 
024CA827AD88B6 38£80C06 9eiZAD000&8DOCO6 
ADA521SDAA2 6ADA62180AB2BA20186, 4 6 25 
VO 1418 DA TA BO A 9 D99D4021 3D 10 Z49D022 6 A9D0 
98A5219D9626C A 18EAE 8861 386148E BOBBIES 1 
B6BE0B066B2B6A27A92BS08427A921 ,4765 
UA 1420 DATA 8805 27 A2O78DZ32890C 0O2C Al OP / 
CA8E0 3e6A9fleBD0S06AC0106FB24EEA621EE9 7 
Z6EE0B0&ADA621C9DAD80EA9D88DA6 ,5360 
ZE 1438 DATA 21 8D9726EE A5 ZlE E 962 6BBD OD F H t: 
8 1864COa 20000000888 A4C3 6OA00A8848 2 D04C 
AD840880O8A3018D05004C4020AE02 , 4 292 
' HO 1440 DATA O6EBOE1 r 0389De6O6EE0206A9ABS0 
H 1 &2 6D8BD2A914BBlCe2ADlG82D0FB8D8±D286 
00D2ADS4OZF0FSAE0 306A?O0?D0822 , 505Z 
QH 14SO DATA 888406 A9 0E BDf E2 2 A9FE8D8 3066O 
AD8206C9O5FOOBAD7802C9OEFOO5C^0l>Fa2O60 
AE0386E 82 2FOFB A 900988022 B A 38E9 , 5123 
CC 1460 DATA 140D03O6 A A A98 E91>802ZEea4B64C 
CC26AE0I06E0FEFOD9A9809DB022 8818691 480 
O306AAA98E9DOO22CE0406A914SD1C* 4316 
MY 1470 DATA OZ AD 1C02D8FB60 AO0BO6D04O A513 
C5BBD83AE600E6B0EACE4EZ1CE1124CEB326AD 
4E21C9CFD014A9D9BD4E 2180112 488,5*59 
UC 1480 DATA 032 6CE4D2 1CE1024CE8ZZ6 AD4821 
C900D8OAA&4E21C?D0Da838DOB066B286A2 7A? 
e&8D84Z7A9Z38D0527A207BDF82B9D, 4891 
UQ 1498 DATA 2B3DBOF B289B263EBD62 299&C002 
CA1OE6A938BDO1D8A9400D02P0AD050GC9O3FO 
0EA9C8B5BOA93 08501000000406029,5500 
BW 1500 8 A T A A99B85B0A9CO05B18D0000AOO00C 
O5O6A6B0B9E82098OO3CE0C8C800&8F42B8A2? 
6e0EJA3AOOB6BftF634A2O4ADOAD229,575B 
m. 1510 DATA 0F9PBE8BCA1BF 5A 9PBflS894CBA29 ^ 



A514 29eOC5B9004149a0O569A204FE8F06BD0E 
0 62 9 OF 9D BE 06 CA10F2AEOEB 60 &E 8 Z 9 , 68 9 9 

QK 15Z0 8 AT A B&3223AEBF066DE8Z90D3923AE10 
06BDE829BDA723AE 11O6B0E 82 980882* AE1Z06 
B0EB298874246O4 2420202874 24 282, 4658 

OA 1530 DATA e2C2B242B2C2C2B2AD780ZC90FF8 
iAA2?8aEO8D2A2 2 48EO102C9OEF8l5C98BFO2< 
C98BF03 3t;90 7F04DA9O08DO8D2 8001 ,6858 

R6 1540 DATA &20O2OA62 A209B2 AA&04OOZ9O1F 8 
F22OB62A4C012A20B62A209B2AADO4DO2901FO 
DF20A62A4eBl2A2OCO2AA5BlC92eD0 f 5118 

JM 1558 DATA 05 A9D1 8D0506 Z09B 2 A AD 04 Dfl 2 901 
F8C12 0CF2A4C81 2 A2 OC F2 A A5B1C9C AOO05A90 3 
80O6802O9B2AAI>84D02 901FOA32OC6 J 4796 

FQ 1568 DATA Z AA9086D1C 82 AD1C 0260OO02BD01 
02D0F50D80O2SDO1820D1EO000A9O10D1CO2AD 
lCOZDOf 060A20OB0813C9OOO3CE8EO, 5111 

RO 1570 DATA FF D0F5C6B060A2 FF CABD803 C9D01 
3CE0OOD0F5E6B05OA601CA86B10EO0DO00A6B1 

Eea6Bl8E00D0&eAD04D02 908F866AD J 7026 
JY 158© DATA 0At>2297FD05FA9A8BD8lD2A00hny 
3C8EOO02289B2ACACAE826B0F4A2 2O8EO802 20 
902AE8EBE83EDOF488DOE1 8C01DZ8C , 6512 
XS 1590 DATA OODZZ049 2BBD IE D0 A94085B t BDOO 
&OA93 085BBA9OOaDC0022 86B29 AS 1 3 1089O48D 
00B62OD72BZ0412OAD0D06C513D0F : 3 . 4604 
KB 1500 DATA A9OEB&C082 8&1ED060A000A A9O08 
3CEB&eFA68A50eAA9DF424*D94Z59D20O6E8E8 
A 8D0F £A 280A9FF'9D3O2 59 D8B2 59DDBj6229 
0Y 1610 DA1A 259D2026E8EBE014D0EEA281A9D0 
9D5C26A9Oe9D1306E8E00CP8Fl60A90885Bfi85 
BCAA9D4626EBE8OC08FB682 04 9 2B20, O056 
HH 1620 DATA 8C2BA9CF 8B4S2665BC &0 A5BCF840 
ADC106883BAD7002C9OEOO06208CZB4C3A2CC9 
OBFB05C90 7FO0E60A6BBF821A98O9D, 5687 
MH 1638 DATA 48Z6C A4CE2ZBA60BE00BF012 A908 
9D4e26Ee*6BBA9Cf*048Z6A90A80C1066©ASBC 
FOFBA0848 2DOF6A0B0DOB8A98 3 88BS, &Z4Z 
DC 1640 DATA 0&4&8C ZB A9F F 8D C8O6B0 1306F8E 8 
E8OlFel3E806FeoFEB0BFeOB8Ei3O6DE5C2 6A9 
e680C8a686BA2O8C20A94FABBA9048, 56 38 
ML 16SO DATA 26203 A2CADB4 82F0FB6O A9AB85B0 
A93885BlSD0e08A0e884CCA6BeB96B289DO03C 
E8C8C00KDOF46OA008B9O606F813AA, 59 78 
UF 1660 DATA BD1306C9e9FO0OFE1386FESC 26C8 
C00580E8A9O06002B6AA9006O6E0E00500F8&0 
A2O06D4O26C:94F8e80A9409D4B264C J S3 73 
MC 107O DATA 9BZCC94ODOO5A94F9D4826E8EO0C 
D0E360206A27A9EOB&04Z7A9248DO527A2O7BD 
CB2C9DC882CAAOF720582CZO9C2BA9,53£0 
YL 16B0 DATA B08DO5O6BD1CDOE AE AE A80OE8O88 
880A4C368AA98538E5BF9087A92485C14CE52C 
A925B5ClA6BFBDED2C85CaB0F4F6F0,5996 
TZ 1690 DATA FAFCFC08O2O4064446484 A4C4E50 
5254 5694 96 9a9A9C9EA0A2A4A6C4C6E8EACCEE 
F0F2F4F6A66FBD , 2OO6AAC&34 ZDA8GD , 6875 
IP L708 DATA 2720I1COA6BF60O04748O0O009BA 
OB0ABBBC0D5B083C3C2814282828141400B028 
A513CDlF080a7Dia6904BDlFB0A9Oa, 305 9 
HT 1718 DATA 8 5 BF A 6 B F A 90 3 3 O FD 2 8 06 BO 6 1 BD 9 8 
00D8£EBD20O&C<»0BFB55FE2Oe02OD3 2C2015ZD 
BD48O62903F014DE48O68D480629O3 t 4697 
TB 17ZO DATA D08AA9OZ909B06A 9089D7O8O4CBD 
2DC903D027A9B09D98B6A90C9D2O06ZOD32C20 
152DA900AO0891C0AO1491C0Z0AZS2, 4589 
EK 1730 DATA A6BF A9OZ902OO64CiB02DFE9B86E6 
BFA6BFE62a0O8F00A5i429O7D02DA9B085BFA6 
BFBD9OO6F01B2OD3ZCA00OB1C049C0, 5 965 
All 1740 DATA 91C B AOl 4B1C8494 B91C8 A82BB 1C8 
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9D9B8620D3gCAeB0&iC087B0Z?BF91,6ZB7 

hd 1758 data i. ha h i 4 h t c b 2 9b f9 1 c 6 a 8 2 80 1 c 02 3 

C906F0i9C98 7fbibc985fbiac98df8 j 6207 
nu i^to data i9C9e5ro tac joaf a i dc; jbaf h i hm* 

2 8882E4C6 92E4C882E208 62E4C7Z2E287F2E4C 
722E20&92E4C7F2EA5B0C9 28FBDE4C, 4691 

ItC 1770 DATA A62AA5ti0C?A4D084289C2B684CB6 
2AA5B1C92CF0G84CG62AA5B1C9CAF0BF4CCF2A 
A5B1S5CZA5BB05C34CA4ZEA5B385C2,6S92 

«C 1730 DATA A5B2 85C3ASC2 30E92a4A4A4A4AB5 
BDA5C33BE9264A4A4A4A4AS5BEB6BEA5BEBA8A 
ia6SBE186SBD05BF68AD8482Da44A5,5727 

SU 1798 OAtA BGDO48A5BAF03C20912EA6BFA5GA 
C901Fe32C902F82FC903Fa2CC904Fe3BC905FB 
36C986F03eC9B7F05FC9eSFa73C909 jr 6 32? 

HU 1800 DATA DB834C862F C78 AD083 4C 94 2F C38B 
D0B3 4CAgZF686068BD2806DBF84CElZFBD2a06 
C981DBEE4CE1.2FBD20&6C982D0E44G , 5359 

HH 1B18 DATA ElZF A9023BFD2 806B8G 9BD468689 

3 39D4S85BD7aO6 C98a D086 2Or A 2 D 4 C &F ? F Bl> ? 0 
B6G903D8BD4CE12FBJ>98e6D0B5A?8 7, 5167 

ON ISZO DATA 3BE D2O06BOADBD 2 806 3 8F 90 BB 8 A «> 
4CE12FBD4B868 980904886807086 C9B3P8B3Z8 
FA 2D4CCD2FBD7806C904D 8862 8FA2D, 4981 

KF 1838 DA FA 4C CD2F 60BD7OB6 C9 81 F8 87 C9 BZF8 
834CCD2F2OFA2D4CCDZFBDZ88&C98BD0E4EE8JI 
06Z0D3 2CA9eeA89lC8A81491C8A82 8 p 54 87 

E6 1640 DATA 91 C0 A982 9D 28 86 28A7324CDE2F AD 
C0e6 38BCCECB06Oe07A?088 5BA2B8C2B4C342C 
FE2086 28D3 2C2815ZD4CCDZFA5C5D8, 4797 

OU 1B58 DATA 3 7 A 51 4C 9O0D03 LADBAD2 29BCD02A 
AD8ADZ Z90385C5C901Fe28C9B2Fei.ee 903F 82 3 
A98485C5A0e5AD0AD2 291F59B585eF , 5 280 

NH I860 DATA 2OJ13108OBF IB 4C 56 0 A 98 885B 3 A 9 
A8B5824C64 30AD8AD2 29e7AABD4C7BB5ft2BDS4 
388583BD5C3B8 5C44C6 430406060A0, 5811 

AH 1878 DATA 486a8BA02E2E2E2EC6C8CBC681.81 
OieiFFFFFFFFADGS2?C92*D01ZA92B65ClA5C5 
C901FO8 9C902F8X9C9O3F8? 968 A514, 5718 

PC! 1888 DATA 29B4D087A98aB5C04CB5 38A9C885 
C84CB53BA5142902D807A9CB85C04CB530A9D0 
85C84£B5 3OA5C41807A9D&a5CB4CB5, 68 34 

HH 1890 DATA 3BA9E085C0A6C5BDD13BBDC182A5 
O3aDBlD8A808A6B2BlC89Da03DEeC0C0e0D0F5 
681E08e8ASC5FeeCC9aiFeeCC902F8, 6426 

PP 1900 DATA 05C903F631i0ZBE930ADBADZ2982 
1669FFia65B?C>?28F8B6C9A6F8O2S5B2AD0AD2 
298 Z1869FF10&SD 3C 9ZCF05 7C9CAF8 , 5 776 
1918 DATA 538SB34CZB 31A51 42 90ZF08F A5B 3 
1865C4C92CFO3FC9GAF03e 8583 2854 3828 9CZE 
„ A6BFBD200&38E905981ABD9B86D81S, 5311 

1 MM 1920 DATA A5C5C903D805BD480G3 80 A A5C 59D ; 
78B6A98i9D9B0660ADeCDO29B2F0i5EAA5C5C5 
eAD86EA?B885C5ADO527C924D8034C J 5468 

HH 1938 DATA 4B34B0A980A A9D883DE8D0F A8D 1 E 
DB66A5G6D8ZBAD0AD2D81B AD8AD22987B5C7 AD 
8AD279033065C765C7AABD130BD805, 5668 

UJ lt48 DATA A9O8B5C760AD8527C924F007DE13 
e6DESCZ660BD13B630E9Ba0A0A0AABAZ0«8A?D 
883FEBD8F AB 980EO9DB03F C BE BE 80 9 > 555 7 

MP 1958 DATA D0F4 A5C 70 A0 A0 Al 86 93 B85C8 A 9FF i 
85C98-iB5a5C6ADC7a£8DC3e2A90E&DC20260A5 
C6F8FBA5B038E99B?815A5C7F83AA9,6711 

MM I960 DATA 0185C9A2 888 A9DB8 3FE8EO08D8F 8 
85C7A5C910Z5C6B5A5BSaD8 2D0CSC0F04BA208 
ASB5Z982F8a£BD80214C 38 32800821, 5910 

NH 1978 DATA 9 D 88 3 E ESE080D0E 96 BE 6 0 5 A 5 B 5B D 
B208aD03D085C6A2O0A5B52 9a2F0B6BDie214C 
5632BDi0Z19DBB3EE8E00SD0E9B8A8,B236 
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BM 19BB DATA 84A ZC4 CABD88 IE 9D0 1 3EEO6OD0F5 
2 B9B2 AB8D8E DA&GSBD03D8A6C7DE5G26DE1386 
A804A2B8BD013E9D883EaD013F9D80 J 5762 
DW 199B DATA 3F E0EOC4 DBEF 2B9B 2 AS8D8E 784C 7 
C Ba4C960A9B18 5CE68A905a5CrbBA^Hfl»sr: AAA 
9D08D2E8E8BaDOFabHZBAC3 2A9FABD .7812 
CC 2080 DATA 1C8ZAD1CBZDOFB2B6A27A90OBD04 
Z7A93A3D0527A208BD1C339D58 3ABD3 83 39O8C 
3ABD44339D98 3BEaEai400E9AZB0BD , 4 936 
EH 2010 DATA 9126 9D 1 E 3 B B D A5 2 5 9D 3Z3BEBEB87 
DBEf ftDa48ZD8FB2 8342CA908B54De5CDttDlF86 
A90iG5CA>H**y ? /Z053ZB6080B080Z7, 4 801 
UH Z020 DATA 3ZZ5Z5ZEOO26292E2725323380B0 
0808A2B9BeA2A9ACACBaA8AlACe3AlACACB8?l 
9 99896 70 72657373 806 2 757474 6F BE ,4 768 
SK 2830 DATA OB 7 46F08 786C61 79 A6CEF 8 1 75 EO 0 
D2aEOlD2EB8BCEE80BD80AA9 88eD88D2 8D01D2 
85CE A0CFF819C6CFD08BA980BD80D2 ,682 8 
GP 2048 DATA BD8 1D24C9B3 3 A 9Z 68D8 8D Z A 9 A68& 
B1D2ADC186F803CEC106A5CAF81BAD1FD8C9B3 
D88 7A98B85CA4CB7 33A5CBF019C981 , 6 8B3 
HE 2858 DATA F805C6CB4CF63 3 A 2888 A9 D8 2D 2E 8 
E806D8F8B5CB4CF63 3A6CD18BD02 3 48D0ZDZ69 
8 1 6DB4D2 BABD86D £ Al A Z'BD83D28D85 , 5965 
ZH 2860 DATA D28087DZEBEBZFDB8ZA28OB6GDAD 
B2 2638E9CE0A65CB4C62E4A8S8A233A9074CSC 
E4605S515X55556O60605S5 1405551 , 5596 
Z5 2878 DATA 68685551515555086.8685 5514855 
516051484048 40 30 4048 555148484848485155 
A208BD2 806C903D808A906 98 700698,482 4 
DV 2868 DATA 98 B6 ESEB28D8EG68 AD0GD8 2902F 8 
8 328A2 3?4C7 3 3X2O2O2 7207D272OF933208A32 
2 87 22C2 8D6?7A^«««[>I^D28D81D2A9 P 4 772 
KF 2090 DATA 81 8D1C82 2B7EZ8Z8 2C 2BAD0506DB 
1C20ED2FZ0D53020D72BAD8B86D6D120BB31Z8 
41ZDAD1C0Z&8FB4C&I- S 4 .7 H I [> 2 96 D 1 E , 39 34 
HZ 2100 DATA DO A 9 B 1 RD 1 C 82 Z 8 9E 29 Z8D7 28 2.0F B 
2 9AD058BC9B1F8AEC98 3F01F20D02A20D728AD 
0BB6De6ZZBSe312BED2F2BD53B2 84l J 4651 
BG 2110 DATA 2DAD1C 82 DBFB 4C Al 34 2BA1 2CA968 
8DB8D28DaiD2A9018DlC8 228AA2B20EF2BAD85 
e6DBA728D72aADBB86D8 29 2B612C28 f 4527 
VG 2120 DATA 4X2D202 Z2E20C A2E20C62D 28E D 2F 
28D53828563128883128FO31Z8 3134AD1C8 2D0 
FBB54D4CE4 344C5E34 36AD12 3&A861 ,4310 
EP 2138 DATA 43CAE8FFD8F8BC3B 36 68 AD3B360A 
eA6Dt53£A9802A8D26368E25362E2G3GAD2536 
0D39I61B69i90D23I6AD263 66 9e0BD,4*5S 
YC 2140 DATA Z4 3&60A918 6D Z3 36A90880243&AD 
^4 36GDZ336DOB9AD3536CD243&D80160AD2336 
8D3436AD24368D3536A54 38D8483A5.4 244 
KA 2150 DATA 44BD6503 AD3536 AEZ 336 AC243618 
4CE3358D2B361S654585459802E646AD2B36r8 
&D2E36BD2E36988BEE2F36D003EE38 ,4215 
SO 2160 DATA 3GAD2E 360D3136AD2F368D3 236 A D 
38368D33363aAD2a36ED2B368D28 36eB03CE29 
3668SC0B03SE8Aa3aD8183A952 8D8Z, 39 27 
LY Z170 DATA 03^853E4 AD03033 8010808080808 
0880808080 88 00 80 EJUBHHH HA 00 80 8080800080 
08080808888 8888080800600888000, 574 

J 





10 REM LOAD AMD 0(1* ROUTINE 






FDR GREER FIRGER9 






£8 OPE* ttl ,4,8, "D i G R E E0F I H . 8B J' 4 




OC 


30 POKE 058, 7 (POKE 662, 8; POKE SS.l 


, 3S : P 




DKE 856, 255 t POKE 057,255 






48 K = U5R C ADR t "hhhQL Wff"? , 16} 




PC 


58 CLOSE Sl;K=U5RC0Z3Z) 


• 
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TYPO 3 



HOW TO TYPE IN THE LISTINGS 

AND GET THEM RIGHT FIRST TIME! 



NOW RESET PROOF! 



Here is an amended version of our TYPO 3 program which we recom- 
mend that all feeders us* when typing In programs, This version is fully 
compatibte wllh earlier versions bul Is now 'Reset proof &o that if you 
press I he System Reset Key you will noi loose the TYPO facility. 
If you have already typed In TYPO the changes are shown in the panel 
below and can simply be added to your original program. 



WHAT TYPO IS ALL ABOUT 

The program listings- in NEW ATA HI USER are prepared carefully to 
ensure that they can be typed in as easily as possible. Before lyping any 
listings ensure thai you are familiar with the use of the Shift and 
CONTROL and INVERSE keys as outlined in your computer manual. The 
listings are prepared 10 match exactly what you see on screen. By using 
TYPO 3 you can ensure that you lype in the programs EXACTLY as fhey 
are printed. Remember, a single typing mistake may mean a program will 
not run. 

WHAT ARE THOSE CODES? 

Each line of a program printed in NEW ATARI USER begins with a 
special two letter code. THESE SHOULD NOT BE TYPED IN. They are 
used by the program TYPO to check that ycu have typed each line 
correctly. IF YOU HAVE NOT ALREADY TYPED IN THE TYPO 3 LISTING 
PLEASE DO SO NOW The program can be used as you type In each line 
ol a program or to Check an already typed program The code lor each 
line will match but It you have problems check the control characters 
shown in your manual, you are most probably typing a CONTHOL 
character incorrectly. TYPO 3 cannot check whelher a line has been 
missed so if the TYPO codes match and you still have problems In 
running a listing count the lines in the program and ensure none are 
missing. It the TYPO codes match, there are no missing lines and the 
program still does not run, LIST if to cassette or disk using LIST "C:" or 
LIST '"DHII-enanH"', switch off the computer, re-boot and then ENTER the 
program using ENTER H C: M or ENTER "Dtfilename". Save this version in 
the normal way. 

HOW TO USE TYPO 3 

1. Type in the listing carefully for although you can use TYPO 3 to 
check it sell (see 6 below) it may noi work if you have made 
mistakes, 

2. SAVE or CSAVE a copy of the program. 

3. Each lime you went lo lype in a program listing RUN TYPO 3 llrst. 
The program will install a machine code routine in memory and 
then delele itself. Now type In a line as shown In the magazine 
excluding the firsl two letter code and press RETURN. 

4. A two letter code will appear at the lop left of your screen. If this 
code matches the one in the magazine carry on and type the next 
line. Note, the code will not match if you use abbreviations, h you 
prefer to use abbreviations LIST the line you have just typed, move 
the cursor to that line and press RETURN. The code should now 
match. 

5. II the code does not match, use the editing keys lo correct the line 
and press RETURN again. Repeat il necessary until the codes 
match, 

6. To check a line you have already lyped LIST the line, place the 
cursor on that line and press RETURN, 

7. When you have finished a listing just SAVE or CSAVE U in the 
normal way. 

You can type in a program without using TYPO 3 and then check It 
by SAVEIng or CSAVEing a copy of the program, running TYPO 3 and 
then LOADing or CLOADIng your program and proceeding as in step 
■ above. 

Always SAVE or CSAVE a program before running It and always use 
TYPO before telling us that a program will not run. 



OUR UNIQUE LINE BY LINE CHECKER 
WORKS ON ALL ATARI XL/XE 
and earlier 8-bit machines 



CI 
AL 



! ueh wiim i mi(i ii m«mti(MKic ii m nHHt*MHHt 



ncH * T vpo in by Alec Benson 

* June 4-965 

SA 3 «EM * A proofreader for omic and 

» page 6 based on TYPO II 

* published by AWTIQ magazine 
l PtM * updated June 1998 

* to include RESET handler 

* Update by : Raph ae I Espino 
5 OEM *t for NEW ATARI USER 



PZ 



If 
ft 

« 



R P 



H **** 



HO 9 REM: 

sg too GBOPrtics o 

HG 110 FOR 1=1536 TO l7?±:REdr> ApCK^CK+A: 

POKE J ,i : NFKl I 
Ptl 120 IF Ctf<)387bS T MEM ? ''ERROR IN DATA 

5T AME NTS - CHECK f VP ING" i f= NO 
ND lie A = USH 1153&5 iPOKE 9,3 : P0KE 2,l!P0KE 

140% i? "TVPd III IS MP AHD RUNNING": 



ML 



HG 



HE H 



lOOO DATA ifl4 f 16*,B,i85 p Z6,J,201,69 
1010 OA T A 2*B, 8,200, 280, ZOO, 192, 36,208 
(IB 1820 DATA 242,96,20*, 169, 79,153, 26, 3 
RK 1830 DATA 2 00 r 163 , 6 , 153 , 2 & , 3 , 16 2 , 0 
RR 1040 DATA 189 , O , 228 , 157 , 79 , 6 , 2 3 2 , 224 
TO A050 DATA 15 , 208 , 245 , 16* , 9 3 , 14 1 , 83 , & 
KC 1060 DATA 169,6, 141,84,6, 173*4,228 
EU 1070 DATA 105,6,141,95,6,173,5,220 
OK 1080 DATA 105,0,141,36,6,169,0,1*2 
KM 1090 DATA 3,1*9,203,202,16,251,96,0 
ZR 1,180 DATA 0,0,0,0,0,0,0,0 
L D 1110 DATA 0.0,0,6,0,0*32,94 
JH 1120 DATA 6,0, 72,281, 1S5 , 240 , 5$ , 2 3 0 
TU 1136 DATA 263 , 13 3 , 209 , 1 38 , 7 2 , 1 69 , 0 , I 33 
TH 1H0 DATA 200,162,0,10,36,200,6,209 
HF 1150 DATA 144,7,24,161,203,144,2. 230 
RL 1160 DATA 208 , 202 , 208 , 2 39 , 1 33 , 207 , 2 * , 1 
65 

TH 1170 DATA 2 84,101,207,133,204,165,205, 
101 

AM 1180 DATA 208,133,205,165,206,105,0,13 

3 

XH 1190 DATA 206,104,170,104,40,96,138,72 
MR 12O0 DATA 152,72,162,8,134,207,134, 206 
Gf 1210 DATA 160,24,6,204,38,205,30,206 
EA 1220 DATA 3 8,207,38,206,56,165,207,233 
TM 1230 OAT A 164,170,165,260,233,2,144,4 
SK 1240 DATA 134,207,133,208,136,268,227, 
162 

CB 1250 DATA 8 , 16S , 267 , 1 3 3 , 264 , 165 , 2 08 , 6 
KM 1266 DA T ft 204,42,201,26,144,4,233,26 
HB 1270 DATA 236 , 264 , 2*2 , 208 , 24 2 , 1 33 , 285, 

BC 1280 OAT A 128 , J 4 5 , 88 , 200 , 1*2 , 40 , 208 , 24 
9 

HU 1296 DATA 165,204,105,160,160,3,145,80 
DA 1308 0 ATA 165 , 265 , 24 , *OS , 161 , 2O0 , 1 45 , 8 

0 

NO 1318 DATA 32,69,6,104,168,76,153,6 



TYPO 3 - THE CHANGES 

If you have typed in our earlier version ot TYPO 3 you 
can simply amend your program by changing line 130 
which is the only line changed in the program. Just load 
in your program, type Une 130 as listed above {it will 
overwrite your existing line) and resave the program. 
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FOR THE ST.' 



FLY YOUR ATARI WITH 

FLIGHT 
SIMULATO 



Treat yourself to the flight of a lifetime with our offer of a 
FREE BOOK with every copy of FLIGHT SIMULATOR II 

For just £34.95 (recommended price of FS2) we ll send you the 
program and a FREE BOOK worth at least £12.95 to help you 
enjoy your flying even more 

Every purchaser will receive a FREE copy of LEARNING TO FLY*, 
the book that teaches you how to get the most from FS2 

We rflservH the rigtit ic siibsintile arcllw FS? related dcok or similar value In Ihft aMfll ol Ihis bMk beittg said oul 

SCENERY DISKS 



A number af scenery disks are available to enhance the basic program. Just choose where you want to go: 

Scenery Disk 1 - Dallas, Houston, Scenery Dish 2 - Phoenix, El Paso, Scenery Disk 3 * Las Vegas, 
Los Angeles, Scenery Disk 4 - Seattle and the Great Falls, Scenery Disk 5 - Denver, Sail Lake 
City, Scenery Disk 6 - Omaha, Kansas, Scenery Disk 7 - Washington, Miami, Scenery Disk 9 - 
Chicago, Cincinnatti, Scenery Disk 11 - Detroit, Lake Huron, San Fransisco Star Disk, Japan, 
Western Europe, Hawaii - you can fly the world! See below for availability. 



R I 


II 


I 


Right 

Simulator n 







Please send me 

Flight Simulator If 
(with FREE BOOK) 

Scenery Disk 1 
Scenery Disk 2 
Scenery Disk 3 
Scenery Disk 4 
Scenery Disk 5 
Scenery Disk 6 
Scenery Disk 7 
Scenery Disk 9 
Scenery Disk 1 1 
San Fransisco 
Japan 

Western Europe 
Hawaii 



£34.95 

£12.95 
£1 2.95 
£12.95 
£12.95 
£12.95 
£12.95 
£14.95 
£14.95 
£14.95 
£14.95 
£14.95 
£14.95 
£14.95 



XL/XE 

□ 

□ 
□ 
□ 
□ 
□ 

□ 

□ 
□ 
□ 



ST 

□ 



Name 
Address 



I enclose cheque' P.O. for E 
I authorise you to debit my credit card 
□ VISA □ ACCESS □ EUROCARD □ MASTERCARD 
My card number is: 

□□□□ □□□□ □□□□□□□□ 

Expiry date: _]□ □□ 



Signature 

POST TO: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 
Credit card orders accepted by telephone on 0785 213928 or by FAX on 0785 54355 



PROGRAMMING 



NO ENTRY! 

Program Protection For 8-Bit Atari's by Phil Cardwell 





;Proc edur* for Mhen The BREAK 


lie 


;Key is pressed 




12* 


; 




ijo 


BBKKEV-SH 




140 






150 


CRS1HN-$0ZFH 




ite 


5SFLA0=$02FF 




179 


| 




180 


*=$C0*2 




190 

2*8 


I 

LDA ttfOB 




210 


STA BRKltEV 


;Stop PrograM 


220 


STA 55FLAG 


t HP CTRL^l 


230 


STfl CH5THH 


;Tgrn Cursor um 


240 


STfl ATRACl 


;NO ATRACT «od# 


230 


PLA 




260 


RTI 


;End Interrupt 



Listing 1 



THE BREAK KEY 

In the Letters Column of issue 43. Oily Pope asked how lo 
disable the Break Key and System Reset Key. The editor 
correctly pointed out that to disable the Break key. all that has 
to be done Is to 

POKE 16,64;P0KE 53774,64 

[his must be done every time a GRAPHICS command Is 
executed, but how about a routine that needs to be called only 
once, regardless of the number of times the GRAPHICS mode- 
ls changed. Impossible, I hear some of you cry! Well it can 
done, and fairly easily too. 

When Ihe Break Key Is pressed the Atari executes an interrupt 
by Jumping through the address that is stored at BRKKW 
locations 566 and 567. normally this is $C092 in the XL/XE 
Operating System ROM. During this interrupt, the computer 
stores a zero into four locations, thus doing (he following: 

L Firstly, BRKKEY at location 17 is cleared. When using 
BASIC this has the effect of stopping a program. Try 
typing POKE 17.0 

2. SSFLAG, at location 767 is reset to zero to remove any 
CTRL- 1 keypress, 

3. The cursor is made visible. M il has been disabled, by 
clearing location 752. CRSINH. 

4. The ATRACT flag at location 77 is cleared, to rid any 
colour rotation. 

Listing 1 shows the Assembly Language program lor this. To 
make the Break Key perform the above, but without stopping 
program execution, we simply remove the part that tells BASIC 
to stop Ihe program. Type in lasting 2, run the program and 
try pressing Ihe Break Key. The DATA statement contains a 12 
byte machine language program, that is fully relocatable but 
remember to put the lo and hi bytes of the start address into 
locations 566 and 567. The only way out now, is via the 
emergency ex" tnc System Reset key. 
Ttw Break Key can also be used, to a limited extent, as a 
function key. Listing 3 demonstrates this concept by swapping 
the text colour with the background colour. The more adven- 
turous may like to expand on the original routine, for example 
to remove all PMG's when a program is stopped, instead of 
leaving trails of garbage all over the playfleld. 
A final point to note for Assembly Language programmers 
After creating your routine and initialising BRKKY. every time 
a BRK Instruction is encountered the program will jump to 
your routine. 

THE SYSTEM RESET KEY 

Now comes the difficult bit, lo trap the RESET key. well 
difficult in some respects. System Reset was designed to he the 
cjnick way out In case a seel ion of your program went wrong. 



tx i bfm mmmm mmnttmmimutm t nijiinimim 

BR 2 REM » BREAK KEY OE*0 1 » 

dp 3 rem a by Phil cardweii « 

RE 4 BEM H HE M ATARI USER June 13*0 " 

CT 20 FOR fi-1536 TO 1S47 : REAP B S POKE fi,B! 
HEM T A 

IP 3» DATA 141, ZSS, Z,HL Z40, Z, 133, 

77 IQjj h4 

MT 40 REM Now Enable Our Break Key Boutin 
f 

EU 50 POKE 5BS,0;P0KE 567j6 
OK BO REM S»al 1 POHO 

PS 60 £?S A P H IC 5 GiFflKE 75*, 1 SPOKE 77,128:7 

SB j "TP V PBE55IHG BBEAK" 
GM 90 FOR A=i TO 750:NEKT A 
L*l 140 C=6+l :ir G=3 THE* G = » 

i_z no go to ao 



Listing 2 



However, one of the I unci ions nl'the Reset routine is lo check 
that any booted* application is performing normally, regard 
less of whether it was a disk or cassette boot During the bool 
process, three locutions In memory are set to tell the Reset 
routine how to re -Initialise the application. Location 9, known 
as HOOT7. can c ontain one of four possible values: 



St 5 REM B BBLAK KFV DfcKO 2 B 

PP 3 BEM B by Phil faNwMl 8 

HE 4 BEM 8 HEM ATARI tl^E* - Jun* 1990B 
f b s rem i f f 1 1 1 mm 1 1 i i i ii i i i imBBJimtmrrtl I mt min i 1 1 i m p 

EM 20 FOR A=15l6 TO 156?: REAP 0 I POKE A>B = 
HEKT A 

00 SO HEM *# Enable Hew Routine *» 
Ell 40 POKE 566,8 : POKE 567 r 6 

OP 50 DATA ±65 ,, 201 , 240, 14, 1*6 . 2»3, 16*,*, 1 
4 J.. 1*0, 2, 16*, 15, 141, 1*7 ,2, 104, 64 

AF 00 DftTfl 230, 203 , 163 , 0, 141 , 1^7. 2, 16*, 15 
, 1*1, ±*fl, 2 , 10*, 64 

■ — 

Listing 3 
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— 



EH | ft I 
OP 1 BEN 
UP J REM « 



SIMPLE RESET KEY FRAP V 

by Phil Cardwll n 
HE 4 PtH tt MEN ATARI USEB - June 8 

HI LH POKE 9,3: POKE 2 , !; 2 ;PUKl J.jaSiTIIflP 



IC 29 GRAPHICS 1*;POSITIO* 1,5:? Bfti-'pres 

5 systPM reset" 
KU IS CO TO IO 



i 







Listing 4 



AE L& REN H M.MMM WM MH M W1 



r H HHW MM HHKKMM HN 



LM 20 REM * SYSTEM RESET TRAP ROUTINE * 

Ulf 3S REN » — - W 

OH 40 REM * First published in PAGE & * 

ev 50 hen » Magazine issue ml* * 

YV 50 ren * author unknown . # 

or 7» rem * K L ^ HE revision by * 

SR &« REN * Phil Cardwll * 

AM 90 REN H iHK HM MMMHHUHrtMJ iH HMJ I l l KHMU lll lKM M 
OH 100 REN 

UK 110 OJM H$C57? I FOR A = l TO 5 7 I RE AO lift* 

CA. A)=CNR*<*> ;NEKT ft 
AA 120 I=ADR «R$J ; M-INT CI/256J : L"T -H*2S6 : P 

OKE 12 f L ! POKE 13, H! POKE S42 , 12 1 GRAPHIC 

S 0 

BR 130 GRAPHICS lfl i POKE 16 , 64 ; POKE 53774, 
M 

st no position 6,<;? o6 : - Eiara-Eragi " 

NX 150 POSITION 6,&!? »6j + * P roqr^«" 

CP 100 POSITION l^St? aft t 1 ' fiTHMim i J ZWtJ l 

SH 1?0 POKE 71B,RND<0J*2OO 

SR 160 IF PEEKC764)=2S THEN 200 

OH 1*0 GOTO 170 

NT 200 POKE 12 , 64 3 POKE 13,211? "HON PRESS 

THE SYS IE N RESET BUTTON 11 : EN& 
AO 300 DATA 109,0, 141, 197, 2, 141, 1?6, Z f 169 

,64.133,16,141,14,210. 169,125,32,176, 2 

42, 169 , 2, 13 3, 84, 16? ,S2, 32 , 176, 242 
SH 310 & AT A OS, 3?, 176, 2 42, 169, 70,32,1 

7A,242, 169, 20 , 32 , 176 , 242 , 16? , 20 , 32 t 176 

,242.169,13,141,74,3,76.0, 



Listing 5 

0 - No peripheral was boolrd 

1 = A disk boot was successful 

2 = A cassette Ixiot was SLiccessful 

!i = Both cassette and disk boots were successful 

Locations 2 and 3, or CASINI, handle the address in memory 
of where lo find your Reset hull on cheeking routine. So to trap 
this key, BOOT? must contain 3 and CASINI the address of t he- 
Reset handler. 

Where do we get this address from? If we can fool BASIC into 
thinking that an error has occurred when the Reset key Is 
pressed. It will automatically lump to a previously TRAPped 
line For 400/800 users the BASIC TRAP statement resides in 
memory at 47424 ($B940) and on XL/XE s at 474 12 ($B934), 
Type in Hating 4 lor a simple solution to the Reset problem. 
Line 10 initialises BOOT; 1 to 3. POKE'S the LSB/M5B of the 
TRAP statement into CASINI and seis the line to be TltAPped 
when the Reset key is pressed. Note: On 400/800 machines 
the value of 52 should be changed to 64. 
Weird and wonderful things can happen here though. Try 
pressing BREAK immediately alter releasing the System Reset 
key. The result? Access can be gained to your program. With- 
out going too deep, the answer to this problem Is machine- 
rode. For the ultimate solution look at listing 5, This originally 
appeared, unrrediled. in Issue 1 1 of PACK fi in September/ 
October 1984 and, at that time, wouldn't work on the XL/XE 
machines. I don't know if a fix appeared in a later Issue, but 



FK 1 RFM f If If ff ■ffflTI Tf If f f f mtt tf IF tt*t * """" 

PM 2 REN « CASSETTE LINES FOR RESET tt 

DD 3 REN a by Phil CardWell O 

RE 4 REM S HFM ATARI USER - June l??B It 

GN 30 I=ADRCR5> : H^INT (I/25SJ 5 L=I"HW256 : PO 
HE 9,2: POKE 2,1 :POKF 3 , H : POKE 42,12JGR 
APHICS 0 

«Y 3O0 POKE 9,0: POKE 2,0: POKE 3,0;? "MOW 
PRESS SYSTEM RESET" ► EMI> 



Listing 6 



EW 1 RFM 

JO 2 HEN » SCRAMBLE UARIdBLE TABLE « 

DO 3 REN ft Ly Phil Cardwll » 

RE 4 REN B HEM ATARI UStH - June 199B n 

F6 s ren mumi I mitut i un i mu nn m u I uiui i h ujximuui 

02 3JBOO OIH CHARACTERS Ft,! : PRINT r< Mhi Cb C 
hararter kS t* be used to destroy the 
WAT" J 1 INPUT CHARACTERS 

EF 3200S IF CHARACTERS;"" THEN CHARACTERS 
=CHR$ US5J 

HQ 32B1R FOR OAR I -PEEK CI 36 1 +PEEK CI 3 1 J *2 56 

TO PEEK f!3?3 + PEEK C1333M256 
LY 32020 POKE VARI, ASC f CttARfiCTER* J 
AU 3203B NEXT VARI 

5R 32040 POKE PEEK C13B J *PEEK CI3 93 *2S6+2 , fl 
: SAVE 1 "O: PROiiHAME , B AS 1-1 ! HFW 



Listing 7 

this enhanced version runs perfectly on XL/XE's. 

Rather than give a program breakdown, I'll explain what it 
does and from then on, you can use it in your own programs, 
Firstly, the text and lexl bac kground colours are changed to 
thai of the background, i.e. black. The Break key is disabled, 
and although you cannot see it, the screen is cleared and RUN 
is printed to the screen three lines from the top. lOCB #0's 
Forced-Read mode is Ihen used to press the Return key and 
finally, the program does a Cold Start lo the BASIC can ridge to 
execute the RUN statement. Pressing the ESC key allows you 
to exit from the continuous loop. 400/800 users should note 
that wherever the combination of 176.242 appears in the 
DATA statements, this should be changed to 164.246. 

Cassette users should substitute the lines in listing 6 with 
those in listing 5. 

SOME MORE TRICKS 

Should a 'budding hacker 1 eventually arrive at this stage to try 
and get round your protection, whal else can be done? 

Corruption of the Variable Name Table can make your prog- 
ram somewhat illegible. By finding the start and end of a 
variable, and using the current statement pointer, we change 
any variable name to any ATASCII character. Add Listing 7 to 
t he end of your program and type G. 32000. You will be asked 
for a single character to replace all variables with, the Variable 
Name Table will then become corrupted by this character and 
a new version of the program is automatically saved. Make 
sure lo SAVE a copy before doing any corruption as there is 
practically no way Lo LOAD the program back into memory and 
list it. Cassette users should use SAVE C: to save, and RUN 
"€:" to load. 

Finally, lo remove your program from memory bui si ill have ii 
executing normally, type this as the first line of your program: 

1 POKE 202,1 

I'm no! quile sure what happens, but my theory Is as follows. 
When the Load In Progress flag at location 202 becomes 
non-zero, BASIC executes its NEW statement, and because no 
portion of RAM Is actually wiped clean, your program remains 
Inlact invisibly. 
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Can you guide your robots round to collect all the gems without getting eaten by something nasty 
or crashing into one of the many rocks that litter the cavern? it looks quite easy to start with but 
as the game progresses, the action gets faster and the obstacles get more and more. Only the top 
players will survive. 

Use a joystick in port 1 to move your robot about and collect the flashing diamonds. You have a 
set amount to collect on each screen which will be shown at the bottom of the screen under 4 DV. 
The number of diamonds you have collected so far will be shown under *CQL'. You only have a 
short time to collect them all and when you get the last one the screen will flash and a small exit 
square will appear. Now you have an even shorter time to reach the exit and if you are far away 
you might not make it. Strategy plays a part here and the game will be easier if you collect the 
diamonds in a particular order. 

All around the screen are numerous rocks. These are not dangerous in themselves, they just 
impede progress, but by screen four deadly slime will appear and on screen seven two guards will 
begin to patrol. Contact with any of these is deadly. By the time you reach screen B r invisible 
barriers will make your progress even harder and only the best will survive beyond this leveL 
The four selectable difficulty levels will pitch you straight in to one of the higher levels. Most 
players will find enough challenge in the game as it stands but if you want to make it harder and 
faster try running it with Turbo Basic, 
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MO 

ER 
R T 
AG 
SH 
CO 
HU 
HN 
JO 



REM 
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H 



REM * 

RFM * 

RiM * 

OEM * 

REM * HE H ATARI U5ER - June 1590 * 

REM W M i ll tM K M I tHHMWJ I KM M MMM i MMMM M MMM W MM 

rem 

L4> GRAPHICS 12+16;P0KE 16*64 ; POKE 637? 
4,64 

HI 20 DL=PEEK C5603 +PEEK (5613*256 :GOSUO 12 

70:COSUB 1476 
TF 30 REM OM * NJ 1 1 t jfUfYfi H ;1 B 

VH 40 MA=20! DI=5 ! PI=41 ! PH =i€8 i L IFE= 3 : SLI 

M) : kl h 2 8 ; BKi=5 ; GH1=1 ; RHZ=3 ! GU1 = 1 
TH 5fl H0U1=1 ;HOU2~l 

5J 70 ? S6 J "H" : FOR A = 0 TO 33: POSITION A, 6 

:? «6| POSITTOW A, 72:? «6;'M":HEKT 

A 

eu eo FOR B= I TO 21 : POSITION 0,0:7 tt6;"f M 

! POSITION 39 , B : ? Bfei : HEKT B 

TH 96 FOR C-l TO HA; POSITION INT CRND CO) «3 

03 +1 , INT <RND fR3*2U + 1 ! ? tffe i "tl" : HEKT C 
MO 10S IF LEO>3 THEM FOR E = l TO 5LI : POSIT 

ION INT CRND (03*303 +1, IHT (RHD C03 *213 +1 I 

? *t6i 4l ***;NEHT E 
IB 110 IF LEU>3 THEM FOR F-& TO OIK ! POMT 

ION IHT (HMD £0J*3BJ +1 , IHT CRND (61*21) + 1 : 

i »b;"0-:heht f 

UM 12R FOR D-l TO pi * 5 * CT T : POSITION TNI f FJ 
NO £03*36) +1 , INT (RHD (03*213 +1 ! ? H6 J "H" : 
HEHT 0 

NO 130 FOR 5P=16 TO 12iP0SITIOH 1ft, 5P:? H 

frj" *' : NEKT SP 
EM 148 FDR D-8 TO 10 i SETCOLOR 4 , 6 , IS ! 50UH 

D 0,D*25,2.1S:NEXT D : 5 OH HO 8,0,0,OiSET 

COLOR 4,0, a 
GO ISO Hl=l9 : 01=11 ! H2=H1 ! M2=V1 :TIM=100+TI 

Ml 

AR 160 SETCOLOR 2 j 1 j 4 ! SET COLOR 1,0, 15i5ET 

COLOR 1,5,4 
BL 170 POSITION HI, VI!? U6;CHR$ C423 
HE 100 REM MiMi'MljIiU 
IH 198 S=STICM(03 

AJ 200 IF 5=15 THEN POSITION H&,tfltt UZ;C 

Hfl$C4ZB IGOTO 320 
OR 210 TIL 

DT 220 IF S=14 THEN LOCATE HZ,VZ-1«H;XF K 

=32 OR N=30 OH N=3B OR H = 16S THEN V2-V 

1-1 : GOTO 200 
FT 210 IF S-7 THEFf LOCATE H i * \ , V 2 . H j I F H- 

32 OR H=36 OH H = 30 OR H = i*5 THEN H2=Hi 

+l;GOTO 260 
OE 240 IF THEN LOCATE H2»UZ«>1 . H : IF H 

=32 OR K-36 OR H = 38 OR H = 165 THEN M2 = U 

1+1: SOTO 260 
HP 250 IF S=il THEN LOCATE W2-i,U2,H:IF X 

-22 OR H=36 OR H = 3« OR X = 165 THEH HZ = K 

1-1 

AG 260 POSITION Hl,Uli7 tt6jCHR$C321 

KM 270 POSITIDH H2 , U2 t ? B6; CHRS CPU 

PC 268 H1-H2 : ; POKE 77,8 

UU 290 IF K=36 THEH 730 

MM 380 IF M - 30 THEN 660 

RD 318 IF K=165 THEN GOSUB 400 

Z4 320 PI=PI+liIF PI -44 THEH PI=4Z 

HL 330 IF LEV>S THEN G05UB 460 

KC 340 IF TI=1 THEN TIH=TIH-l:IF TIH=-1 T 



HFN /SB 









5Z 350 IF TIM<=50 THEN SOUND 3, TIM, 10,0 
HZ 300 POSITION 3,23;? BGi'HU "j#Xj 

";CT;'* IMS " *, LIFE l ■* EEEJJ " * TIHjl '* 

■ ■ 

TK 370 POKE 711 . PEEK C20> ! IF STOIC(0]=O TH 

EN GOSUB 7?0 
PT 30O GOTO 190 

JR 40B FOR D = 0 TO S : SOUNO 8 , D»3« • 10 , 15 4 HE 
NT D:CT=CT+l;SC=SC+5:SOUHD B.6»8 # 6 

QZ 418 IF CT3-DI AND 55=0 THEN POSITIQH 1 
3,11:? H0j-'ft":SETCOLOR 4, 0,15: FOR P=0 
TO 10! NEKT D:5ETCOLOR 4 t 6 * 6 t S S= t ! T2^1 

6 H 420 IF Tl=l THEN TIM=20 

PT 438 K- 3 2 s RETUHH 

CF 440 REH ■IMq4M«ITEl;lil« 

HF 450 OH HOU1 GOSUB 5 76 , 5 90 

OK 460 POSITION GH1 1 RN1 I IF £1<100 THEH ? 

tt&; CHR * I 7-1 3 
FM 470 IF H01=l THEN HN1=IHT fRHD £03*213 +1 

! MO1=0 

PK 408 LOCATE GH2 * RN1 , Zl POSITION GH2 , RH1 

;? tt6; CHR$ CPI13 ;GHl = GH2 
OK 490 OH HOVZ G05UB 610,630 
Z8 50B POSITION RHZ, GUI : IF Z2<160 THEN ? 

»0; CHRS (Z2 3 
SV S10 IF H02 = l THEH RN2 = INT CRND C8> «30> + 1 

i H02=0 

AG 520 LOCATE R H2 , G02 , Z 2 : PO SI TIOH RH ? , G02 

! ? WOjCHRSCPIU IGW1=GV2 
TU 53B Pt2-Pl2+1;IF PI2=2 THEH PI1=PI!+I I 

PI2=0ZIF PI1-179 THEH PI1=168 
AO 540 IF HZ-GH2 ANO M2-RN1 THEH Zl=32tP0 

P : GOTO 730 
MM 550 IF HZ=RHZ OHO U2=GV2 THEN Z£=32iP0 

P ! GOTO 730 
ZN S60 RETURN 

CA 570 GH2=GH1+1;IF GH1-3B THEH MOU1=2:HO 

1 = 1 

ZR 500 RETURN 

KW 690 GH2-GH L~ 1 ; IF GH1=1 THEH MOU1=1:HO! 

= 1 

ZC 500 RETURN 

OE 610 GW2=GV1+1:IF GM1=21 THEH H0U2=2:H0 

2 = 1 

ZG 628 RETUHH 

FV 030 GM2=GMl-l:IF GV1-1 THEH MOU2=l:H02 

= 1 

ZK 040 RETURN 

mo 650 reh MB Ml ■ P ■ tummumamM 

HH 660 HA=HA+15!DI=DI+5iCT-0:LEO-LEO+l:SS 
=0 ; SHI =S i CH1 = 1 : RN2 -S i 001 = 1 1 TI=0 : HOI =0 : 
H02-9 

HL 670 SOUND 3,8,6,8 

FI OOO FOR 0=0 TO 10 ! 5ETC0L0R 4,0^15: SOUN 
D 0 , D#25 , Z , 15 : HEHT D I SO UNO 0,0,0,0! SE T 
COLOR 4,0,0 
NF 090 IF LEU>4 THEH SLl=SLI+S 
TC 7O0 IF LEV> 10 THEH BLK=BLK+5 
S& 710 T2 = 0 ! TIH1 = TIH1 +70 J GOTO 70 
BJ 720 REM IBIMBTB 
HE 738 SOUND 3,0,0,0 

IB 740 LIFE=LIFE-l:FOR P-2SS TO O STEP ~1 
7: SOUND 1,0,16, IS: POKE 712,0: SOUND 1,0 
,0,o:hekt d 

PC 750 CT=0; SS=0? RN1=5 ! GH1=1 ! RH2=5l G01=1 : 
ti=0:hqi=h:ho2=o:T2=0 

HO 700 IF L1FE=0 THEN POP : GOTO 1126 

5E 770 GOTO 70 

MC 700 REH 
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G A HE PAUSE 



&A HE PAUSE 



GF 7 98 PCJ*>tl X ON 0,23: ^ 

IA 800 FOR D-8 TO tO : NEKT 0 
HI 818 POSITION 6,23:? B6j" 

p PRE S 5 F IRE TO PLAY* 
IE 626 FOR 0-0 TO 1 6 7 N E K T D 

VO 830 IF 5TRIG<0>-0 THEN POSITION 0,23!? 
B6; " 

"; : RETURH 
RY 848 GO TO 798 

NO 650 REM ■■ M»] * * f I I H :T1* UlVM 

UT 868 €M-ePEEKC186)-Sl*256 :CHORC= CPEEKir 

56>«2563 . FOR 1=6 TO 511 :P0KE CH+I*PEEK 

tCHdHt.tl) ! NEKT I 
Ml) 870 FOR J = 8 TO 7; READ D : POKE CH-* (A5C(" 

V J - 321 KO+J , P ! NEKT l:kl M l^il'Ma 
OC 888 DATA 05,105,68.125, 125,65,105,85 
MO 898 FOR J = © FO 7:READ D J POKE CH*tASC<" 

B") -32>+*6 + J , D : NEXT J ; REM 
Bfl *?B8 DATA 60,63, 247,239, 251,55,60, ±2 
SF 910 FOR J=0 TO 7 ! HEAD D:POKE CH+ [fl5Ct" 

»"J~323*6 + J, D : NEKT Jl t REM HWKia 
SU 928 DATA 16- , 70 , 24 , 105 , 30 , 164 , ±8 * 8 
TW 930 FOR J-8 TO 7 i REAP D : POKE CH + f ASC t" 

E"3 -321*6+ J, OS HEKT JEREM MEmflEBW 
CR 948 DATA 3,51,236,236,59,59,204,1*2 
UN 950 FOR J-0 TO 7 ! READ DiPOKE CH+ (ASC C" 

& "") - .1 I' ) »(t t J , t ; M f ! H T J ! REM fcMTH il'liiM 
PK 968 DATA 05 , 165 , 185 , 125 , 125 , 105 * 105 t 65 
LU 978 FOR J=0 TB 7:REfiD DlPOKE CH+IASCC" 

»"3 -32J*8+J,D:NEHT 4 s HEM SHOD 
IZ 9 6 8 DATA GO , 4 8 H 60 , 1 90 , 60 , 68 , 1*5 , 136 
AC 996 F BR J = 0 TO 7 : RE AO O : POKE CH + <ASC C" 

+ ") - 3ZJ#6+ J, E>: NEHT J : REM iKEM3 
RL 1080 PAT A 68,40,56,68,198,60,68.40 
MU 1010 FOR J = 0 TO 7 i READ D : POKE CHtCASCC 

"5 "J -321*8 + J, D : HEHT J : REM [rCEHinEJ 
YI 1OZ0 DATA 1 95 , 1 »5 t 05 , 48 x 40 , 85 , 1*5 , ±95 
OF 1838 FOR J = 0 T B 7 : REAO D 1 POKE CH+CA5C€ 

" t"l"32>f*0+J,DiNEKT J : REM MlMthmi 
5H 1040 DATA 8,8,35,40,40,85,8,8 
RH 1858 FOR J = B TO 7 : READ D 5 POKE CH+tftSCt 

"0">-32>**8*J,D:NEKT J i REM SUED 
AH 1668 DATA 0,8,8,8,8,0,0,8 

SO 1870 FOR J-9 TO 7 : READ DlPOKE CH+ CASC i 

"> -32>*6* J, D ; NEXT J J REM r^rlilfll 
HC 1060 DATA 8,12,0,255,255,0,12,6 
JS 18*0 POKE 756 i GH^256 
A 0 HBO RETURN 
MD 1118 RfiM KEMilXIil^ai 
KU 1128 ? B6 ;CHR$ £1253 : POKE DL+26,4 
TO 1130 POKE DL+6,7:P0KE BL+16,6lPQKE DL+ 

12,5:POKE DL+17,6lP0KE DL + 19 1 6 : POKE DL 

+ 26 , 7 

GG 1140 IF SC>=HISC THEN HISC^SC 
MO 1158 POSITION 3,1:? B6 ; "ALL ROBOTS LOS 
T" 

LS 1100 PBSITION 25,4 t? 86; "LAST SCORE" 

OR 1176 POSITION 0,6:? «6jSC 

MO 4*86 PO5ITI0P 25,18?? BO; "HIGH SCORE" 

L J 11*0 POSITION 8.12!? 86; MISC 

NN 1280 POSITION 25,10!? 86; "PRESS FIRE" 

PL 1216 POKE 708, PEEK (20) : SOUND 2, PEEK [26 

3,0,13' SOUND 3 , PEEK (701 , 16 > 15 
PO 12 26 TF STRIG C0> <>0 THEN 1210 
Va 1230 SOUND 2,6,0,0; SOUND 3,8^6,83? 86 ; 

€HR$<1253 ISC^O 
TO 1240 POKE DL+G,4iP0KE DL+10 , 4 ! PORE DL+ 

11, 4 1 POKE PL+17,4:P0KE DL+19, 4SPOKE DL 

+ 26,4 

■ 



IP 1256 f 1M1-8 I GOSUB 1470:6010 3« 
CR 1268 REM R i 4 1 * m^l±3M3ZM 

YR 1270 POKE DL+6,?!P0KE DL+0,6:POKE DL+1 
6 , 6 

OR 1280 POKC 7O6.16:P0K€ 709 r 126 ' POKE ?16 

,8;P0KE 71.1,54 
ZJ 1256 POSITION tt6j"*R0B0T5 OF NALA 



EP 1308 POSITIBN 2*, 2 i ? «6; "b«" 
IV 1310 PBSITION 6,4:? HO; " 
ZG 1320 FOR 0=12 TO 26 : POKE DL + O j 2 ; HEMT 0 

; POKE DLtZ6,0 
FD 1330 POSITION 35,5!? H6 ; ' '[H^Tytf'M OMW 
OH 1340 POSITION 21, 6J? O6i"Y0U HAVE THRE 
E ROBOTS HHICH HAVE TO COLLECT A 
SET AMOUNT OF DIAMONDS OH EACH *»1 
FA 1358 ? OO J "SCREEN, THIS IS DONE BV 
GOING OVER THEM. YOU HftME A SHORT 
TIME TO COLLECT THEN "| 
RH 1360 ? B6j*'BUT ONCt THIS IS DONE THE 

SCREEN HILL FLASH AND THE TIME MIL L GO 
TOO 26 AMD A SMALL SOU ARE "f 
VK 1370 ? 86 J "HILL APPEAR WHICH VOU HA ME 
TO GEI TOO* YOU HILL ALSO LOSE A 
ROBOT IF YOU GO ON THE SLIME "J 
PL 1308 ? B6;",OR THE GUARDS GET YOU. 
THERE ARE ALSO ROCKS AND INVISIBLE 8 
ARRIER5 TO STOP YOU FROM MOWING * 11 
KM 1398 POSITIBN 24, 2L:? B6; *'PLEASE MAIT" 
CU 1408 GOSUO 668: POSITION 21, ZU? «6;"pr 

ej&S fir* to Play 
FZ 1410 IF 5TRIGt03=6 THEN 143S 
PL 1420 G8T0 1410 

GD 1430 ? 06 J CURS (125 1 ;POKE DL + 0,4 !P0KE D 

L + 0,4 SPOKE DL+10, 4 : POKE DL+26,2 
LP 1440 FOR 0 = 12 TO 20 ! POKE DL + 0, 4 i NENT 0 
AH 14SO RETURN 

KO 1470 f SEL=4:P0KE DL + 6,6!F0R 0 = 

9 TO 20 ! POKE DL+O, 6 : NEKT OtPOKE DL+24, 
2! POKE 0L+2B,4 
PL 1400 SETCOLOR 2 , 1 , 4 : SE TCOLOR 1,8,15!SE 

TCBLOR 0,5,4 
RW 14*0 POSITION 4,11? W6 ; "SELECT LEVEL" 
HZ 1500 PBSITION 0.4:? B&J ""Stf" 
AY 1510 POSITION 7,5:? B6 ? "Medium" 
DT L52B POSITIBN 0,6:? 86; "hard" 

OT 1530 POSITION 7,7s? B6 ; ■ *r d m 

PZ 1548 POSITION 1,*:? B6 ; ■ ' W**m H 

CT 1550 POSITION 23,12;? B6 ; ■•DIAMOND ROC 

K SLIME GUARD ROBOT" 
HU 1500 POSITIOK 26, i4:? B6;"E B 

$ > »" 

OP 1570 S=STICK CO) 
ZM 1580 POKE 711*PEEKC20) 

RN 1590 IF 5 = 13 THEN 5EL = SEL + UIF SEL-6 T 

HEN S£L=4 
AP 1606 POSITION 6,SEL5? B6 J " ' " 
MR 101O FOR D=0 TO ID ; NEKT D 
TO 1620 POSITION G,SELl? tt*i" " 
ZO 1638 IF STRIG (OlOO THEN 1578 
BI 1640 ? B6|"K":POKE DL+6,4iF0R 0=9 TO 2 

OJPOKE DL + O, 4: NEKT 0 i POKE DL + 24, 4 J POKE 
DL+Z6 , 2 
DM 1050 IF SEL=4 THEN LEW=1 
GH 1600 IF SEL=5 THEN LEV=4 
KG 1676 IF SEL=6 THEN LEU=7 
ZM I06O IF SEL=7 THEN LEU=18 



1696 RETURN 
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COME AND SEE 

PAGE 6 

ATARI '90 
NOVOTEL HOTEL 
HAMMERSMITH 
June 1st to June 3rd 

PUBLIC DOMAIN - BOOKS - DUST COVERS 
- MAGS - FLIGHT SIMULATOR STUFF 
■ CABLES AND MORE - SEE YA THERE! 



RADIO CONTROLLED JOYSTICK SYSTEMS 
FOR THE ATARI XL/XE 

Each system consists a I a Joystick willl in-built transmitter, and 3 riCfliver th?t 
plugs into the XL.'KE joystick pari Ha irritating leads, jusl lots I freedom to zap 
away fra-m anywhere in Ihe rrmrn! 

THE MOST USEFUL ADD-ON YOU WILL EVER BUY! 

ONLY £24.99 + £3 P&P 

Orders to: S0FT5CAN, PQ BOX 84, HEREFORD HR4 9YU 

Can't Phone pm order us in} ACCESS.-VISA on Q432 5(1336 lor immediate despatch 

UNIQUE BUSINESS OPPORTUNITY! 

Senstsn have dn offar a number of original copyrights to Atari XUXE utilities and 
games currently marketed by us. Purchasers will receive ownership ol the copyright 
and lull marketing lijjhls, 

H you've ever dreamed of running your own profitable full or part-time mail order 
snHware business, this oiler could presenl you with an ideal QppQrluflHy, 
Send 5.A.E. far further details (serious enquiries nnlyf to: 

THE MANAGER, SOFTSCAN. PO BOX 84, HEREFORD HR4 9YU 
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lC Bournemouth & Poole 
iQ Atari User Group 

Meetings held at the Kinson Community Centre, 
Bournemouth starling at 7pm. Topics for forthcoming 
meetings: June 1st - MIDI; July 6ih - SIG night; 
August 3rd - Graphics; September 7th - AG M 
Subscription to 8: 16 - £3.80 for 4 issues 
BaPAUG Membership (including 8:16 sub) - £8 per year 
For more info t subscriptions cic write to: 
Ian Brookcr, 163 Verity Crescent, Canford Hcaih, 
Poole, Dorset BH17 7TX 



InU comm., trwft dial lb* CUy - 021 353 Sifl6 



Gralin International 

1 1 Shillko Road, Parks lime, Puote T Dorset BH12 2BN 
Cheques / Postal Orders only. Catalogue available, 

Orders under £25 please add £1 PAP. 



Atari 8 Bit ROM Sets 

(nubufces or manuals) 
Each set only £14.95 
Set I: Star Raiders, Centipede, 
Pac Man, Asteroids, E.T. Phone 

Set 2: Space Invaders, Galaaian, 
Qix + Defender, Eastern Front 
Set 3: Donkey Kong, Millipede, 
Siargatc, Missile Command 
Atari & Bit languages 
Lightspccd C £39,95 
Draper PASCAL £45.00 
Kyan PASCAL £62,00 



Atari 8O0XL RAM Drive 

(requires S * 41 256 R AM its) 
PCBonly £12.00 

PCB Wllh ICS (ni^HAM) £20.00 

Atari 8 Bit Music 

Electronic Drummer th) £1 2.50 
Mus ic S lutlio (Dii) £12.50 
Song Writer era*) £9,95 

Atari ft Btt General 
Newsroom (tab) £ 1 9,95 

Adventure Creator (R™) £ 1 4,95 
Chessmaster 2000 (dmo £14,95 
Top Gunner Collection <Diik)£ 1 9. 95 
(Mig Alley Ace/Air Rcacuc^Hcllcal Acc) 



IC spares ind field scrvkc manuals, ako available - write for drJaiU 



CUP ART 

COLLECTION 3 




You already know how good the 
PAGE 6 Clip Art Collections are. 
Do we need to say any more 
except that Collection 3 is avail- 
able now and comprises FOUR 
DOUBLE SIDED DISKS for Ihe 
same price of £10 



This coltectfon has many more LARGE scanned images 
and well as many useful smaller clips. Hundreds of 
images for use in Fleet Street, Publishing Partner, Cala- 
mus, 1st Word Plus etc. 

IMG converter included - clips are in TINY format to save 
disk space, but now you can convert directly to IMG or 
DEGAS with the utilities included 

PAGE 6, P.O. BOX 54, STAFFORD, ST161DR 

Pay by cheque/postal order, Access or Visa 
Credit card orders accepted on 0785 213928 
or by FAX on 0785 54355 
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Ian Finlayson's 

TtU)T©[ftDM= 

SUBROUTINES 



USING 
XIO FILL 



For this edition 1 am going to try and explain the way the 
XIO function can be used to fill in areas with colour 
when you are drawing graphic screens. I had quite a 
bit of difficulty deciding what to write about this time - I have 
had several queries about graphics in various forms but have 
never really addressed the complications In an article because 
it seemed to me that the basic functions of SETCOLOUR. 
COLOR, PLOT and DRAWTO are easy enough not to need a 
tutorial whilst the advanced techniques such as Page Flipping 
and Scrolling are complex enough to require a series of arti- 
cles. Look at Andrew Weir's comprehensive article on Display 
Lists in Issue 43 a major thesis rather than a tutorial! 
Thanks then to Lee Colclough for suggesting a subject that is 
not too simple or too complicated. He wrote. to me asking for an 
article on filling shapes using XIO. I mention his name in the 
hope that this will make him less annoyed with me for taking 
so long to reply to his letter! 

THE BASICS 

Atari Basic includes a function called XIO - the "Special 
Input /Output ' function - which is not even mentioned In the 
meagre documentation which came with my trusty 800XL. it 
is, however, included In the handbook of my long deceased 

Many of the XIO functions duplicate functions that can 
be achieved in other ways in Basic or DOS such as Open, 
Close, Draw, t^ick. Unlock and Furmat but one of them is a Fill 
function which is not available any other way- 
The fill command is a bit particular and fiddly to deal with as 
you will see, but when used correctly It is quite quick. It has 
some major limitations, for instance it can only fill background 
colour {Color zero} with one of the three other colours available 
in 4 colour modes (only 1 in two colour modes), It cannot cover 
one colour wit h another or wipe out colours by filling with 
background (zero). Also It always fills from left to right so it is 
quite easy to nil shapes with uneven right hand edges, but 
more complicated to 1111 those with uneven left hand edges. 
The form of the command is: 

XIO ie,#6,0,0,"B:" 

1 ft is the fill command, #6 is the device that the I/O is 
outputtlng to (the screen), the two zeros are dummy variables 
required by the command syntax, and "S:" is the fllespec. In 



the Fill command the filespec is not used, but like the zeros it 
must be there to keep the syntax correct. 

Actual use of the command is best explained by examples, so I 
have drawn up a set of examples in the program listing and I 
will explain what I am trying to Illustrate with each in turn, 

THE FIRST ILLUSTRATION 

This is the simplest example of the XIO fill and I will go 
through it in some detail, 

line 20 selects Graphics mode 5 and Color 1 I chose 
Graphics mode 5 as a fairly bold mode so that the features we 
wish to look at stand out clearly. Color 1 is the colour that is 
used to draw the figures. It Is a pink or red default colour 
unless changed by a SETCOLOR command. 
Line 22 Draws a vertical line up the screen. 
Line 24 Positions the cursor well to the left of the line which 
has been drawn, then does a GOSUB to the XIO fill which is in 
a subroutine at line 500 

THE XIO SUBROUTINE 

Line 50O Is the XIO subroutine Itself It is called in each of the 
examples. The POKE 765,2 selects Color 2 for the Fill by 
POKEing this number Into the memory register at location 
765. In a four colour mode you can poke 1 ,2 or 3 in here (not 
background colour), Next XIO is invoked and in this, the 
easiest case, you can clearly see what happens, as follows, A 
line is drawn from the position where the last drawn line or 
point finished (50, 10) to the po^l where the cursor is current- 
ly positioned (20.20) in the same colour as the previously 
drawn lines, and the fill is carried out from this line to the 
right until a non zero colour is reached. In this case the shape 
is triangular. Nole that the XIO Till does not complete the line 
across the bottom of the fill colour, and it does not fill down to 
the bottom of the original vertical fine - only to the level of the 
POSITION statement from which the fill was called. 
For this tutorial I have added a delay to the fill routine so that 
after a fill the program waits for a keypress, and displays a 
prompt in the text window of the screen. This is so you can see 
the results of the current fill before going on to the next 
example. 

ILLUSTRATIONS TWO and THREE 

The next two examples are very similar to the first but show 
that the fill proceeds jusi as effectively when the first line is 
extended horizontally to the left or diagonally up to the left. 

FOURTH ILLUSTRATION 

This example shows the main problem with the XIO fill. If the 
drawn line is extended diagonally down to the left the fill will 
start at the level of the line end leaving a blank space at Oie 
top of the figure. 
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HO 1 REH HmfWWW I f WPtWW WW W W W M WWI f W H II W UH KMWM 
CD 2 BE M * TllfOPIAL SUBROUTINES * 

yj A REM * KIO PILL * 

HU 5 Rt« » by * 

CO 6 REM * Ian Finlavson * 

OG 7 REM * -* 

fttt fl REM * HEW ATARI USER - JURE 13?B * 
HH 9 REM MM H MKHKW WT IH M K H H ft M M M HM H H H H H H !T W H 
flV 18 REM 

ZM ±3 REM ***** tSI ILLUSTRATION **** 

K H K M M Hi tM K M M M W«-W-if 
LV 28 GRAPHICS S ! COLOR It? » 1ST 

ILLUSTRATION ** 
ET 22 PLOT 50,3O!DRAWTO 58*1* 
OC 24 POSITION 2B,2B;GQSUB 588 
OC 2* REM **** 2ND ILLUSTRATION ***** 

MKlf t ClffHMWl l HhU l tMWM 
RC 30 GRAPHICS 5!? " 2ND iLLUSTflfl 

TION " 
HH 32 PLOT SO j 38 : DRAMTO 58 , IB i l>R AMTQ 38,1 

8 

OD 34 POSITION 20.20 ;GQ5LfB 500 

QU 39 REM **** 3R0 ILLUSTRATION **** 

MMMWmOfWMirKMWHWM 
HM 40 GRAPHICS 5i? " 3RD I LLUS T R A 

TION 

AC ±2 PLflT SB, 38:DRAWTP S8.18;DRAMTA 35,5 
OE 44 POSITION 2 0 , 3! B i GO SUB 588 
US 43 REM **** 4TM ILLUSTRATION **** 
MM MI I M M W W WHK W M M H W 

EE 50 GRAPHICS Si? " 4TH ILLUSTRA 

TION 

GT 52 PLOT 58, 30 rDH AWTO 50, 10' &R AHT 0 SS , 5 

:DRAHT0 20,18 
OF 54 POSITION 2B,Z8;GQSUB 588 
VG 59 REM **** 5TH ILLUSTRATION **** 

I tMM H MKl ll CMW H TffcHH H 

FG 68 GRAPHICS 5;? " STH ILLUSTRA 

TION " 
AE 52 PI OT Sfl^aiDSflHty SB P 18;DRAWT0 35,5 
NO 04 POSITION 20,JtO:GOSUB 500 
RL 68 PLOT 28 * 10 : POSITION 2B^5:GOSUB 580 
VU 59 REM ***• 6 TH ILLUSTRATION **** 

MMK M H tl MMW I C HH HM N M 
GI 78 GRAPHICS 5:* ■■ OTH ILLUSTRA 

HON 

PE 72 PLOT 70 , 38 : RRAMT 0 78,5 

OD 74 POSITION SB, B : GOSUB 50B 

PB 70 PLOT 5B, 8: POSITION 35,12; GOSUB 588 

OH 78 PLOT 15,12 J POSITION 28, 28 | GOSUB SBB 

LF 68 PLOT 2B P 2Bt POSITION 1B,3B:C0SUB 5B8 

HJ 0^ REM ***** 7TH ILLUSTRATION **** 

IWHHHHHH********* 
HL 98 GRAPHICS Si? « 7TH ILLUSTRA 

TION " 
VC 32 PLOT 78, 3B: DRAMTO 7B , 5 : ORAHTO IB ,5 
OS 94 POSITION 20,8! GOSUB SOO 
OC 96 PLOT 2B,8:POSITION 35,LZ;G0SUB 5B8 
OK 96 PLOT 35, 12 : POSITION 48, 20: GOSUB 588 
BK IBB PLOT 40, 20 ! POSITION 50,38: GOSUB 5B 

8 

RI 189 REM **** OTH ILLUSTRATION **** 
MMMK H Tr N W- M M HM K M lf M 

OK 118 GRAPHICS 5:? " BTH ILL US TR 



A T I OH 11 
LM 112 PLOT 78,3B:DRAHTD 70 , 25 i PLOT 70,20 

:PRAHTD 70,5 : D R A WTO 18,& 
AK 114 POSITION 28,8 J GOSUB 580 
ZC 115 PLOI 20, B:POSITION 35,t2:Q0SUB 508 
OE 118 PLOT 35,12 ^POSITION 40, 28: GOSUB SB 

8 

CO 12B PLOT 48, 20 J POSITION 50,38iGOSUO 50 



00 1?9 REM *** CIRCLE ILLUSTRATION i 

W UK H 11 * MH » W *M WH »« UK W ** 

OK 208 REM CENTRE 40,28 - RADIUS 18 

KH 285 GRAPHICS 5:? ,h 1ST CIRCLE ILL 

USTHATION M 

HI 21B BEG 3 FOR A=« TO 9B STfcP 3 

MD 228 K-lfl*COS tAl i V^lBWSIHi AI 

HZ 225 Hl-40-H!W2=4B+K 

HM 238 ¥1=2S-V2 V2=2B+V 

BV 235 PLOT Hi , Y2 : PL D T H2, V2 

BY 248 PLBT Hi, VI ! PLOT X2 , Yl 

JO 245 NEXT A I POSITION 22, 28; GOSUB SOB 

RO 249 REM **** CIRCLE ILLUSTRATION 2 *** 

QU 25B REM CENTRE 40,28 - RADIUS IB 

DA 255 GRAPHICS 5i? " 2"0 CIRCLE ILL 

US TR AT ION 

HS 260 BEG : FOR A=B TO 98 STEP 3 

MA 205 H=18*COSCA» : V-*B*SIHCAJ 

MU 27B K1^48-K EM2-48+K 

K4 275 V1=£0-V; V2=2B+V 

5J 288 PLOT H 1 j- V 2 i DR AHT 0 K2,V2 

RJ 285 PLOT HI, Yl ! ORAWTO K2, Yi 

01 290 NEHT A 

TV 295 GOSUB 510 

TF 299 REM *** CIRCLE ILLUSTRATION 3 *** 

M M M MW H WWUKHMMKM I CMlf M HH: 
OL 3B8 REM CENTRE 48,28 - RADIUS IB 
HQ 385 GRAPHICS 5:? » 3RD CIRCLE ILL 

USTRAT ION M 
ME 318 DEG : A=-^0 

GO 328 K=4B+10*COStA3 : Y= 28 # 1 **SIN C A J : PLOT 
H * Y 

AI 325 FBR A=~88 TO 90 STEP IB 

10 338 M 1 = 4 O + 1 B*C 0SCA3 iYl-28 + 1 B* S I N t A 3 ; D H 

AHTO H1,YI 
CZ 340 NEHT A 
HC 350 A=278 

QY 360 K-40+10*COStAI :¥=20+18*SIN IAJ ;PLOT 
K , Y 

YO 305 FOR fl=268 T6 90 STEP "IB 

VQ 37B Kl-40+lB*C0SCA> : Y1=28+18«SIN£A3 iPO 

SITION Hl,Yl:GOSUB 55 0: PLOT K1,Y1 
DH 300 NEHT A 
PJ 498 END 

GE 499 REM ***** FILL * KEYPRESS ***** 
H M H M HH iH II KWUmtHM 

FP 580 POKE 7G5,2:KIO 1 0 , H6 , B , 8 j " S : " 
BE 518 ? " PRESS AN V KEY TO CONTINUE" 

IH 528 OPEN 81 J 4,8,"IC!* P :6ET ttl,K!CLOSE 81 
J RETURN 

IN 549 REM **** FILL ONLY **** 
KHMMMmtm i 

FZ 5 58 POKE 755,2! KIO IS , HO , 0 , 0 , " S ! " 
ZN 568 RETURN 

— — ■ 1 



FIFTH ILLUSTRATION 



ILLUSTRATIONS SIX and SEVEN 



Here we show how to fill the top area ol the figure. The top 
part Is filled by stopping the line drawing at the apex of the 
figure and then letting the fill routine Itself create a line sloping 
down to the lefL The "house" shape can then be completed by 
a second fill of the rectangular bottom part. ] deliberate] v put 
the bottom left POSITION below the starting point on the rlghl 
to show what happens If the nil does not encounter a non-zero 
colour somewhere across the screen. It continues to fill with 
colour to the right edge of the screen and then from the left 
hand edge untii it gets back to the starting line- 



These two examples show how figures can be drown and idled 
even if the left hand edge is curved. Both convex and concave 
curves are illustrated. It is simply a question of breaking the 
figure down into strips each of which has a straight line as its left 
edue By making the strips thin an impression of a curved line 
can be drawn. In Graphics 5 of course the curves look quite 
lagged, but they are smoother in higher graphics modes. 

continued *" 
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SUBROUTINES 

continued 



EIGHTH ILLUSTRATION 

Here J have redrawn the 7th figure but, rather like the 5th 
example I have left a gap in the line drawn on the right of the 
figure to show how the fUl "leaks" through and wraps back on 
the left to its starting point. 

CIRCLE ILLUSTRATION 1 

I am using a circle as an example of a figure with a curved 
outline. This first illustration shows the problem - you cannot 
just draw the outline and then nil it using XIO- 

CIRCLE ILLUSTRATION 2 

This Illustration does not use the XIO nil at all, but does show 
another way of achieving a solid figure. Instead rjj drawing the 
outline of the circle a series of lines are drawn from the 
calculated left edge to the right edge of the circle thus making 
a solid figure out of a slack of lines 

CIRCLE ILLUSTRATION 3 

Finally a demonstration of a fill of a circle using XIO, First the 
right hand side of the circle is drawn. Nest the left side of the 
circle is created as a series of short straight lines drawn by the 
XIO function as it fills the circle. If you examine the listing 
carefully you will see what Is being done. The circle Is broken 
into slices then a repeated series of small fills Is carried out 
using a FOR - NEXT loop. This is just the same principle that, 
we used in illustrations 6 and 7 but with more smaller seg 
merits to give a smoother curve. You can see this more clearly 
if the program stops after each step* and this can be done by 
changing the GOSUB 550 In line 370 to GOSUB 5O0". 

1 hope that this explanation helps you to use XIO effectively In 
your own programs. Don't he afraid to experiment, and don't 
be surprised if you get some unexpected results at times! 
Nothing much Can go wrong, but if you inadvertently do an 
XIO fill wit h colour 0 and there is no coloured line on screen to 
provide a right hand edge the computer will go Into an endless 
loop and nothing seems to be happening. The only way out is 
by pressing RESET, but your program should still be intact 
and can be run again once the error is corrected. 
As always I welcome your letters, queries on BASIC programs 
and comment. Write with a stamped return envelope to: 

Ian Finlayson 
60 Rounds tone descent , 
East Preston, 
West Sussex, 
BN16 1DQ 



FLYIN 



Li ke many fans of Sub- 
logic's superb Flight 
Simulator II (FS2) IVe 
often toyed with the Idea of tak- 
ing up flying for real, I never 
actually got round to it though, 
but I'm going to tell you about 
someone who did! 
In May 1987 John Waller, a 63 
year old retired lecturer frr mi 
Davyhulme. Manchester, disco- 
vered the Joys of F52 on his 
son's ST, He was so enthralled 
by It that he bought his own ST 
and copy of FS2. Then,, like 
most would-be FS2 piluts H he 
discovered that flying it properly 
wasn't as easy as it looked, so 
he borrowed books on flying 
from his local library. This not 
only gave John the basic know- 
ledge he needed, but also spar- 
ked oft ideas for improving the 
realism of FS2. 

Before long he'd designed and 
hand built some realistic air- 
craft controls which would link 
to FS2's program controls. 

These included a control yoke with Eull movement to operate 
the aircraft's elevators and ailerons , throttle, carburettor heat, 
and elevator trim controls. He also constructed some rudder 
pedals complete with toe brakes, but these haven't been com 
pletely successful so far and need a little more development 
work, He's planning further additions too, including flap and 
undercarriage controls. 

THE REAL THING! 

Eventually the inevitable happened. Like the rest of us, John 
thought he'd like to leam to fly for real, so he booked a trial 
lesson with the Lancashire Aero Club at Barton Airfield, rapid- 
ly followed by a course of real lessons. Three months later he 
went solo - In about half the time normally taken by student 
pilots of his age group. He's convinced this was due to his 
experience with FS2t By July of the following year he com- 
pleted all his tuition, tests, and exams necessary to gain him 
the coveted Private Pilot's Licence. Shortly afterwards be joined 
a flying group and become part owner of a Cessna I 72. 
clocking up around 100 hours flying time to date. 

But recently disaster struck! Unfortunately, you can't turn off 
"crash detect" on a real Cessna as you can in KS2. and 
someone (not John, t hasten to add!) crashed it while landing. 
Perhaps the pilot should have practised with FS2 before flying 
the real thing! The aircraft was a total writeoff, so John has 
now joined another group * frying a Cessna 152 this time. 

Kven though he's earned his pilot's licence John still enjoys 
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FOR REAL 




flying FS2, mainly because its level of realism makes iL a 
natural aid for navigation practice, lis facilities for setting wind 
speeds, wind directions, and cloud levels allow you to try out 
most types of visual or instrument flying and navigation proee 
d tires found in rt*al Lite. John also says thai flying KS2 is much 
cheaper than practising in his flying club's simulator, which 
costs almost as much to hire as a real aircraft! 

LOOK, NO ELECTRONICS! 

The realism Is helped hy those controls John built. So how did 
he do it? Forget all ideas about fancy electronic interfaces - 
Jolm'9 solution was to build mechanical links from his con- 
trols to the STs mouse and keyboard! The main control Is the 
yoke, which moves back and forth for elevator operation, 
controlling the aircraft's pitch. El also rotates laterally left or 
right for aileron operation, giving roll control. The yoke is 
attached to a platform supporting a mouse mat, which slides 
fore and aft or left and righl lo match the yoke movements. 
The STs mouse sits In a "cage" In a fixed position above the 
mat. with Its roller ball In contact with It. As the mat moves it 
operates the mouse, the overall effect on FS2 being the same 
as moving the mouse across the mat in the normal way. 
Ingenious! 

The mouse isn't actually firmly fixed, as it can be moved a 
little in the fore and aft direction by a (rim wheel. This allows 
the aircraft's elevator trim to be adjusted tn a realistic way 
Other controls operate flexible cables (as used on bike 



John S Davison 
discovers someone 
whose obsession for a 
computer program 
lead to great heights 




brakes! )< the other ends of which are arranged so they press 
keys on the STs keyboard. 

One thing that's difficult to recreate is the "feel" of the controls, 
but John has even produced a mechanical solution for this. 
He's fitted springs to them to simulate the control pressures 
experienced In a real aircraft! 

For ages Subloglc have been rumoured lo be on the point of 
releasing their own realistic High I controls for FS2. If you're fed 
up with waiting you could follow John's example - he's shown 
that wilh a little enthusiasm and Ingenuity you can build your 
own. Hm be carelul. ll could cause thai living hug lo bite even 
harder, and like John you Just might he tempted into the real 
thing. 

Don't say I didn't warn you! 

Photographs by permission of Messenger Newspaper Group 
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T GAMES ... 



GHOSTLY GOINGS ON 



II was a dark and stormy 
night as Hamish Mactav- 
i-h. I .. m I i>1 I };umlruM hit' 
Castle, settled down to sleep, 
bui little did he realise that 
Blinky was on a mission as a 
newly trained ghost 10 scare 
him before daybreak../ 
Hence the unusual title of Ian 
Copeland's latest program- 
ming lour de force lor Zeppelin 
Games, a company whose 
track record in Atari 8-bit cir 
cles has been somewhat re- 
markable. From the stunning 
Zybex to the challenging Jocky 
Wilson s Darts, Zeppelin's out- 
put has consistently achieved 
□n exemplary standard. I pre- 
dict they may soon be adding 



J 



Title: BUNKY'S SCARY 

SCHOOL 
Publisher Zeppelin Gomes 
Price: £2.99 
Players: 1 

Reviewed by Poui &ixon 



BUNKY'S SCAKY SCHOOL to 
the growing list of triumphs. 

The game Is an arcade adven- 
ture of the type that fans of 
the brilliant Draconus will be 
well accustomed to, It Is set in 
the interior of Dannlrochle 
Castle and the graphics are of 
the distinctively shaded and 
detailed style of many a Zep- 
pelin hit. Hie castle stretches 
over numerous screens and 
the topical scenery 'page flips' 
as Blinky glides around the 
levels. Blinky is very clearly 
and brightly defined and 
humorously animated - not to 
mention capable o I some in 
credible Jumps that would 
amaze all but an expert Ninja 
Commando (sicf). Joystick 
controls are responsive and 
easy to manage - games prog 
rammers observe! 

It seems that Blinky s aim Is 
to prove his ghoulish ability by 
collecting the Ingredients for a 
series of mysterious potions, 
whieh will event nallv allow 



fe&ve zoo sec* me aunt 

mr mmt m m 




him to spook the sleeping 
Mnelavish, There are many 
artefacts scattered throughout 
the Castle and the first job is 
to find a poetic message telling 
him which ones are required 
and which are best left alone. 
Blinky's capacity for luggage Is 
Unfitted and several j ou rney s 
must be made to the Cauldron 
as the game progresses. For- 
tunately, there is an unusual 
short-cut back to the start - 
but 111 leave that for you to 
discover] 

Not unexpectedly (here arc 
lots of nasties lurking in 1he 
castle with intent to stop 



Blinky's road to graduation. 
Some are ll.\ed in a parlieular 
position, others hover vertical- 
ly but worst of all are those 
whir] i oreep across the screen! 
All this makes Ibr a challeng- 
ing, addictive and eminently 
playable arcade adventure. 
Needless to say, I'm Impress- 
ed! [f you've already ex peri 
cured the Zeppelin formula 
you'll know what to expect - if 
not, be prepared for excellent 
graphics, good music- and ,i 
generally top notch game. Can 
it be true or Is It just an 
apparition?: 




HERE COMES JOE AGAIN 



The year is 1995, the 
setting Is London , and 
the game is the long 
awaited Atari 8 -bit con version 
of the sequel to Flayers" Joe 
Blade, called - believe It or not 
- JOK BLADE 21 
Joe Blade is a mean, tough 
and fearless super- hero whose 
very name strikes fear into the 
hearts o I criminals across the 
land. In the original game (re- 
viewed in PAGE 6 issue 36) 
Joe's task was to save the 
world from the clutches ol an 
evil madman. Crax Bloodfin- 
ger. who had kidnapped a 



group of VI Ps and demanded 
a ransom for their safe re- 
lease. Evidently Joe won the 
day, as the follow-up places 
him on an entirely different 
assignment - his mission, to 
clear the streets of London's 
capital from menacing punks 
and muggers and to rescue 
distressed citizens from the 
su itou nciing n e igh bo i ] rh ood . 
As before, the game is a 
multi-screen arcade adventure 
with a myriad of passages and 
rooms to explore and artifacts 
to ac-rumulaie. The action un 
lr>lds in a cent rally situated 



viewing window depicting the 
buildings, walls, doorways 
and streets in colourful car 
loon -style graphics. Indicators 
below display the number of 
rili/cus H-scued. bins eollei 
ted (a certain number is re- 
warded by a special bonus), 
keys In store and the current 
state of Joe's health. Above, 
the all-Important timer creeps 
persistently down towards 
zero, although it can be reset 
by obtaining a certain article. 
Unlike the Joe Blade of old t 
our hero is not equipped with 
any fire power but must ex- 
ecute a well-timed leap to eli- 
minate his adversaries. At 
various stages. Joe enters a 
sub-game where his aim is to 
correctly arrange a series of 
numbered tiles Into a specified 
order. The solution becomes 
inereasingly more complex in 
subsequent sub games plac 
ing great pressure on the play- 



er - especially since a single 
failure wiH result In Instant 
termination of (he mission! 
At l Ins point . yim'tr jmilmblv 
expecting me to announce 
that Joe Blade 2 isn't as good 
as Its predecessor - but I'll 
have to disappoint you! It's 
true that 1 did find the original 
Joe Blade more Instantly play- 
able, but this is probably due 
to the laek of instructions 
supplied with my preview copy 
of the sequel, Joe Blade 2 
should be out now. and I'd 
advise all arcade adventuring 
types, especially fans of the 
original game, to grab a copy 
without hesitation! 



Title JOE BLADE 2 

Publisher; Players 
Price: £2.99 
Players l 

Loading 1 1 .25 minutes 
Reviewed by Paul Rixon 
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ATTENTION 
8-bit ADVENTURERS 

A rare event - a NEW disk based text adventure 
series for the ATARI XL XE range 

THE MAGIC RETURNS: 
PART 1 - THE AMULET 

available now on disk only 
Special introductory price 
£9.95 

pest tree in UK Overseas #■ £1 
(RRP £12.95) 

TIARA SOFTWARE 

31, Daleview Road, Long Lee, Keighley. BD21 4YF 



ATARI 8 BIT SPARES AND REPAIRS 

SPARES FOR MOST ATARI 8 BITS 

Including reconditioned 1 050 drives 
1010 buttons - 130XE keyboards 
power packs - I/O cables 
upgrade kits - disk software 
and lots more 

Contact Derek Fern for details 

021 353 5730 



For several years KBytes have been producing educational 
software for the ST. Their output is colourful, interesting 
and, at £14.95 each, exceptionally good value." -ST Format 

1R %nrilH ft M3E *»+— 

Tim CU» ' - Atari Uh, t VlD Munitor Msr. 

<g 1M ©Eft 



Age 74, Multi' level Arcade Actinn Spelling Turnr 
thai puts the fun back into learning. 

"I cannot recommend Play Spell enough" 
- Barne Capel — GFA User. 

Ages 5-8 h 7 Mathematical games with 
sampled speech, animated teacher and abacus. 

* Easily the Best of the Bunth" 
-ST Format April 1990. 

Alfam y^^lfaMk 
BSpdl Contraction Set £9.»5 or £5,00 wilh H.SfwII. 
PLaySpcll data dins Binds and Animals £9.95 each. 
Penpiin £19,95, Billy Bounce £4.95. Jump Jack £4.95. 
BJIh 2 rl.5b £ ! 43*. Super Caiu vJ J £24,95. 

HMue Ui^ku LUjc indudea aSpd], PlaySpciJ, 
R. Rat II aftd Sujttr Can! fbf only £J.QP, 
Full mhtml tan return raf rJei»K> DLtC TftLh fifUL nnkf. 

MigaiferofinidliPifo 

B.ware Software 
19 Southfidd Road, Hinckley, 
Leicestershire . LE10 1UA 
n ^ Tel (0455) 613377 9-5 Mon-Sat 






'Needless to say I'm impressed ... excel- 
lent graphics, good music and a generally 
lop-notch game" 

Paul Rixon 




ZEPPELIN GAMES 



The ultimate in Atari B Bit software, offer 
you the chance to buy direct from us 
with all games being despatched 
within 24 hours 




I | Blinkys Scary School £2.99 
I I Zybex £2.99 
|~| Las Vegas Casino £2.99 
I Phantom £2.99 
I Ninja Commando £2.99 



POSTAGE FREE!! 

I | Fantastic Soccer £2.99 

[ 1 Speed Ace £2 99 

I | Mirax Force £2.99 

I | Living Daylights £2.99 

| | Sidewinder £2.99 



"Probably the nearest you can get to 
the real thing on your Atari" 

Paul Rixon 



[ 1 Mountian Bike Racer £2,99 
| | World Soccer £2,99 
Draconus Tape £9,95 
Draconus Disc £12.95 
Kenny Dalglish £9.95 



Make cheques or Postal Orders lo ZEPPELIN GAMES LTD. 90, Penshaw Way, HoughtorvLe-Spring, Durham DH4 6JW 
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A COMPLETE SERVICE IN COMPUTERS 4 SOFTWARE 



TOP 10 CASSETTES 



TOP 10 DISKS 



TOP 10 ROMS 



JOYSTICKS 



7.95 







Kick Oft 

Speedhawk 
Kenny Dalglish 

Soccer Manager ......... 6.95 

Spitfire 40 SOLD OUT 

Scapeghost 12,95 

Spy vs. Spy Trilogy ... 8,95 

Solo Flight 8.95 

Atari Aces 4.95 

Silent Service 8.95 



Trivial Pursuit 



■ i ■■■■ i 



12.95 



Hawkquest 16,95 

PitstopU „„. 11.95 

Mini Office II , 16,95 

Kick Off 11.95 

Smash Hits? 6.99 

Alternate Reality 

-The City 14.95 

F-1 5 Strike Eagle 11.95 

Carrier Force 16.95 

The Count 4.99 

War in Russia * 16 95 



Pole Position .............. 12.95 

Star Raiders II 14.95 

Pacman .„.. 9.95 

Rally Speedway 8.95 

River Raid 8,95 

Food Fight , 8,95 

The Designer's Pencil ,. 9.95 

Donkey Kong, 12.95 

Megamania 8.95 

Galaxians 995 



Zipstick Super ./1 2,95 

Cheetah 125+ 9,95 

Pro 5000 Scotland 1 14.95 

Pro Glo' Green 16.95 

Quickshot Turbo 3 11.95 

Atari Standard 4.95 

Atari Trakball 7.95 

Konix Speedking 9.95 

Quickshot ll+# 9.95 

Pro 5000 Brasil 1495 



TOP 20 BUDGET CASSETTES 



World Soccer , 


2.99 


Hardball 


„ 2.99 


Blinky s Scary School .. 


2.99 


Pro Golf ..i.. *m 


2.99 


Spy vs, Spy III 


2,99 


Sidewinder 


... 2,99 


Boulderdash IV 


2.99 


Encounter , 


2.99 


Ninja Commando 


2.99 


Chuckie Egg 




Las Vegas Casino ...... 


2.99 


Little Devil 


2.99 


Fantastic Soccer 


2,99 


Arkanoid 


2.99 


Ghostbusters 


2.99 


Phantom 


2.99 


Joe Blade * 


1.99 


Kikstart 


„. 1.99 


Pro Mountain BikeRacer 


2.99 


Fruit Machine Simulator 


2,99 



Cass Disk 

Klc*-Off 7.05 11.05 

Leaclarboard 11 .95 

Summer Games 12.95 

Smash Hits X - 5 & 7 (each) .. 6.99 

Living DayMaMi 2-99 9.05 

Trivial Pursuit 12.95 14.95 

Mercenary Compendium 9.95 12.95 

Scy vs Spy Arctic Antics ... 4.90 6.90 

Spy vS Spy Trilogy ■ £-95 9 95 

Figntar Pilot 10 95 

Polar Pierre 4-99 G.99 

Mr Robot 4 99 6 99 

Beta Lyrae 4.99 6.99 

Hits Vol. 1 A 99 6 99 

BuuWerdash 2 2.99 6.99 

ArkjnoirJ 9.95 

Trailbla^r 9-95 

SoloFlinm 3.95 11.95 

Silent Service 8.95 1 1 .95 

F-1 5 Strike Eagle 8.95 11 95 

Spyhunter 5.99 

Mirax Force 2.99 8 95 

Hafikar 4.99 6.99 

Rescue on Fraciulas 6 99 

Ballblazer 6 99 

Rampage 6 99 

Shoot 'em Ups 4 99 

Platform Perfeclmn 4.99 

Spindiliy 2.99 6.99 

TrjMChdnwn Foolball & 99 

Spitfire 40 6.99 

Dracrjnus 6.95 9,95 

Druid .. 4.99 9.95 

Brun Clough's Football Fori. 8 95 T2 95 

Pnoyan 4 99 4 99 

European Super Soccer B. 95 12.95 

Hard Hat Mac 4.99 

New York City 4 99 

Crumbles Crisis 4.99 

Freaky Far.tnry 4.99 

Slarquake 4.99 

Preppie 2 4.90 

User Hawk 4 99 

Colossus Chess 3 4 90 

Sidewinder 4 99 

Joe and the Nuclear Cavurns .. 4 99 

Nuclear Nick 4 99 

Knor.kn.it Rnxing 4 99 

Sunstar 2.99 

Ci Unburn fines WakaUuut 2 99 

Heartache , 7.95 

Mig Allay Ace 9 95 

Pinball Construction Krt 9.95 

Mush; Conslruction Kit 9.95 



ADVENTURE/STRATEGY 



Cass Disk 

FliglU SimulalOf II • •• 34.95 

Fhghl Sim. Stenfify Disks .. 1J.95 
(Please phone) 

Questran 9.95 

Field of Fire 7.95 

Hollywood HlHnx 9.05 

Jinxtftr ,,„„ 14.05 

Lancelot 1 1 .95 1 1 .95 

Tina & Magik 11 95 11.95 

I Lirking Hnrror 1 1 95 

Ingrirt's Back 11 95 11 95 

Guild Of Thiavas 14 95 

Knight Ore 1 1 .95 1 1 95 

Cloak ot Death 2.99 

The Golden Baton 2.99 

Alternate Reality Cily 14.98 

Gunsllnger 9.95 

Eternal Dagger ■ 14.95 

Sainon 3 Chess 14.95 

Theatre Europe 11.95 

War in Russia 16.95 

Carrier Farce 16.95 

Flattie of Anlietam 16 95 

Pander Grenadier 16 95 

Batttocnusier 16 95 

WarsMp 16 95 

Mech Brigade 16 95 

Colonial Conquest 16.95 

221 B Baker Si reel 9.95 

Jawels ol Darkness ... .. 11.95 

Vietnam 9.95 

Conflict in Vietnam 11.05 14,95 

Crusade in Europe 11.05 14.95 

Decision in the Desert 11.95 14.95 

Colossus Chess 4 8.95 12-95 

Ken nedv Approach 8.95 12.95 

Hawkquest 16.95 

Cutthroats 9 95 

Zork l 9 95 

SpeilOreaker 9 95 

The Counl 4.99 

Pimtu AdWfltllfl 4.99 

ScapeflhOSl 12.95 12.95 

Scott Adams advenlures on cassette ai 
C2.99 each - phone 



XL XE CARTRIDGES 



Missile Command 9 95 

Donkey Kong 12-9$ 

Pen go , 12.95 

DioDug 12 95 

Ppl* Position 12-95 

Slar Raiders 9.95 



XL XE CARTRIDGES 



Star Raiders II 

Lode runner 

One on One UaskeloaH 

Battlezone 

David's Midnight Magic (Pinball) 

Arrtion ,,„ 

Rescue on Fractulas 

Bali&iazer 

Blue Ma* 

Defender 

Galaxian 

American Football 

Tennis 

Moon Patrol 

Robotron 2064 

Joust 

Hero ... 

River Raid 

Mega Mania 

Dreadnought Factor 

PltfaJI 2 ... 

Designers Pencil 

Rally Speedway 

Miner 2049er 

Mr Cool 

Eastern From 1941 

Fnoct Fight 



14 H> 
14.95 
14 95 
14 95 
14 95 
14 95 
14.95 
14.95 
14.95 
995 
9.95 
9.95 
9.95 
l 2 95 
12.95 
12 95 
8.95 
8.95 
8 95 
8.95 

8 95 

9 95 
fl. 95 
6 95 
8 .95 
&95 
6.95 



UTILITIES 



KOM Disk 

Mini 0«ice II 18 50 

Atari Writer 29.95 

Atari Wriier Plus 29 95 

Macro Assembler 19.95 

Microsoft Basic II 19.95 

Silent Sutler - Personal Finance 16 95 
Planelarium ^ 1G.95 



BUDGET CASSETTES 



2.99 
2.99 
2.99 



Roekford 

System fl Pools 

Green Beret 

6MX Simulator 2.99 

Phantom 2 99 

Trans mutor .. 2 99 

Panic £99 

On Cue 2.90 

Pro Golf 2 99 

Jocky Wilson's OartS 2.90 

Little Devil 2.99 

Screaming Wings 2.99 

Domain ol the Unrlaad 2.99 

Space Lobsters 2.99 

Pland AttacK 2.99 

Aslrodroid 2 99 

Gauntlet 2.99 



BUDGET CASSETTES 



Exploding Wall 2 99 

N.ghimares ? 99 

MKrorythym 2-99 

Robol Knights 2 99 

Survivors 2.90 

Nucleus 2 99 

Up, Up 4 Away 2.99 

CoirttiC Pirate 2 99 

LastVS 2 90 

Grand Pn* Simulator 2 99 

Fo-nirjallar or the Year 2.99 

Mr Dig 2 99 

190 2.99 

Whirtynurd 299 

Warriors of Ras 2.99 

Tapper 2 99 

Dealh Race 2-99 

Pro Mountain Bike Simulator 2.99 

Spellbound 299 

Zaxxon 2-99 

Super Zaxxon , 2.99 

MadJax 2.99 

WtarGMtor 299 

Space Wars 2.99 

Speedrun , 2.99 

Aslrodroid 2.99 

Invasion 1-99 

Daylight Robbery 1.99 

Spooky Casile - Ijjj 

Molecule Man 109 

forhidden Forest 1.99 

Pui hole Pete i 99 

Feud 1-0? 

Cratk Up , 1.99 

Rfoer Rescue 1-99 

Crystal Raider 1-99 

Slorm 1 .99 

□unlaw 1 99 

Action Biker 1.90 

Desmonds Dungeon 1.99 

Leapster 1.99 

Special Delivery 1-99 

Joe 8 lade 1-99 

Tamum 1.99 

Powerdown 1 .99 

Grid runner r 1.99 

Sub Commander 1.99 

Dawn Raider 1-99 

Soccer 1.99 

Bomb Fusion 1-99 

Periscope Up 1-99 

Diizy Dice 1-99 

Milk Raca 1 99 

Winter Wally 1 99 

Kick Start 1J9 

LA SWAT 1-99 

Rogue 1 .99 



SEE US AX ATARI *0O OJV STAND 11B 



FULL RANGE OF ATARI 2600 CARTRIDGES IN STOCK 

219/221 Cannock Road, Chadsmoor Cannock 
Staffordshire, WS11 2DD 
Telephont3 (0543) 466577/6/9 



Add Sop lo orders less than £ 5.00. All prices c erred al 
lime ol going to press. Access or Visa orders welcome 

Please add £1 per item lar overseas 
Please make Cheques or Postal Orders payable to 
MILES BETTER SOFTWARE" 
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8-BIT GAMES ... 0-BIT GAMES ... 8-BIT GAMES 



ITS' A KNOCKOUT 



Another US classic from 
Mindseape brought to 
cur disk drives by 
those clever people at Sunaro 
Software (see In Ultra tor. re- 
1 if wed elsewhere in this 
issue). The lavish packaging, 
with glossy instruction booklet 
and reference card, is home 
for a somewhat unique game - 
as far as I am aware, the only 
wrestling simulation ever pro- 
duced for the 8-bit Atari BOP 
N WRESTLE is also one of the 
few games which utilises the 
extra memory of the Kioxt-:. 
All hough il will run adequate 
IV i m B4K machines, it does 
mean that the disk drive Is 
kept in almost continuous 



Title: BOP N WRESTLE 
Publisher: Mindseape 
Price: £9.95 disk 
Players 1 12 

System fi mm, 1 2flK iwommended 
f?c vie? v/ed by Pant Rixon 



use f so that the game plays 
rather sedately. 
Hop "N Wrestle places you in a 
three dimensional ring with a 
series or mean and angry 
wrestlers, with names such as 
Bad Barney Trouble and Red- 
neck McCoy - a dubious 
bundh if ever there was onef 
As Gorgeous Orcg, handsome 
hero of this epic event, it s 
vniij- job to battle past ten 
rjpporit.-nis ;md ultimately 
grapple for the coveted Cham- 
y>\< hi ship belt. Wrestling man- 
oeuvres are carried out by a 
combination of the four main 
joystick positions [diagonals 
aren't used! and the iri^cr 
button. There arc twenty three 
possible moves and the neces- 
sary combinations tor each 
are dependant on the preced- 
ing position. So. tor example, 
a grab might be followed by a 
headlock. armlook or a lull 
nelson which in turn could be 
finished with a spin or a 
throw. 




The manual explains ;a]l 
moves In detail and ifs best to 
experiment In two player 
mode, minus the second play- 
er, before tackling the compu- 
terised opposition. Alternative- 
ly, moves may be controlled by 
keyboard presses - however, 
unless memorising such facts 
as "||/srml colon for a reverse 
supleN Jnlli av1u£ a t*rab' is 
your idea of fun, It might be 
wise to persevere with those 
fiddly joystick commands? 

Graphics are quite well done 
(though not as stunning as 
the screen shots on the pack 



aging] and include some 
amusing animation, albeit 
rather slow and Jerky without 
the additional RAM- The 
sound fealuiosu momentary 
burst of recognisable (justt) 
speech for the count to three, 
and also a lively theme tune. 
If you're suffering withdrawal 
symptoms after the removal of 
riV's Saturday wrestling slot 
then this is obviously the 
game you need. Remember, 
it's only available in limited 
cman titles from Sunaro - you 
may never find another wrest 
ling simulation for your Atari. 





A TALE OF TWO CHOPPERS 



The company who 
pioneered budget 
priced software on the 
8 -bit micros and subsequently 
produced a string of Atari hits 
have been keeping unusually 
quiet in recent months. But 
fear not - Maslertronic are 
back with a new release that 
appears to be worthy of the 
vv;iil! 

PROTECTOR features a 
scrolling spilt screen display 
and some pleasantly drawn 
scenery representing the vast 
Ne\ r ada Desert - home, indeed, 
to Fort Rucket, the US Army 
school for would-be helicopter 



pilots. With ambitions to be- 
come the slickest chopper ace 
this side of the Iron Curtain, 
you are faced with a strategic 
battle of wits against a human 
or computerised opponent. 
Unless you re one of those 
people who si rubles to nego- 
tiate the joystick out of its 
storage box, forget the latter 
option though - the automated 
pilot is far too predictable and 
ridiculously simple to beat, 
even on the advanced difficul- 
ty setting. 

The game Itself is actually 
quite straightforward, but 
with two evenly matched 



human players this is as 
much a point in favour as a 
subject for criticism. All you 
have to do is collect three sup- 
ply boxes, one at a time, from 
the desert landscape and ferry 
them back In your helicopter 
to the cavern headquarters. 
Collect all three and you have 
the necessary ingredients of a 
bomb suitable for dropping on 
your opponent s base easy, 
eh? 

The lull begins when one 
player decides to steal sup- 
plies from the other player s 
base - the ensuing battle can 
be quite entertaining. One tac- 
tic is to patiently wait until 
your opponent s collected all 
the supplies and then slip In 
and steal the assembled bomb 
at the latest opportunity. Of 
course, once caught out the 
first time, your opponent will 
be waiting to retaliate with a 
similar ploy] To add an extra 
dimension of excitement, each 



player is armed with a Oat ling 
cannon - useful for mid -air 
encounters - and the fuel sup- 
ply is extremely limited, so 
you must frequently return to 
the heli-pad for a re- fill. 
As one of the few arcade 
games in which you can't lose 
a life', PROTECTOR is a uni- 
quely refreshing challenge. 
Both graphics and sound [the 
music Is remarkably similar to 
something Tvc heard In an ST 
demo - but I can't remember 
which one!l are competently 
engineered and the game 
scores highly in terms of play- 
ability surely the most 1m 
portant factor. Good stuff from 
Maslertronic! 



Title: PROTECTOR 
Publisher: Mosfertronic 
Price: £2.99 
Players: 1 /2 
Loading: 9.5 minutes 
Reviewed toy Fvut Rixon 
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8-BIT GAMES ... 8-BIT GAMES ... 8-BIT GAMES ... 



NOT SO GENTLE JIMBO 



Not a new game as such, 
but a very welcome im- 
port of a sophisticated 
package from respected us 

soft warr house VI iud scape. IN- 
FILTRATOR is available on 
disk only and is supplied In 
suprib packaging eomplele 
With bnth a fony page manual 
and a quiek reference card. 
As Captain Johnny "Jimbo 
Baby" MoGibbits - ace helicop- 
ter pilot, ballistics expert 
neurosurgeon, rock star and 
all-round good guy, alias The 
Infiltrator - your task is to pre- 
vent the Mad leader from des- 
! nn iuii Karth. The i'irsl stage 
of I he game requires you to Ely 
through hostile enemy air- 



litle INFILTRATOR 
Publisher: Mindscape 
Pr ce: £9.95 disk 

Players 1 
System 64K min 

Reviewed by Paul Rixon 



space to a specified target area 
in the 'Whizbang Gizmo Dl IX- 
1 Attack Chopper", having first 
mastered the controls of a de- 
tailed and quite incredible 
helicopter flight simulator. 
Entering the Gizrtio, you are 
faced with a vast array tit run 
trols and dials. Through the 
cockpit window you can see 
the home base and. below, the 
control sticks • with your 
hands firmly attached! 
Like all flight simulations. It's 
important and entirely neces- 
sary to spend some lime 
learning the numerous com- 
mands belore vim t an |>n>g 
rcss with the game. As well as 
joystick movements there are 
some fourteen keyboard com- 
mands, activating such de- 
vices as canons, flares and 
turbo boosters. In addition 
there are warning lights, fuel, 
oil and battery gauges plus 
several other indicators lo 
monitor. 

As you head towards the 




target destination you will en- 
counter other aircraft, some 
friendly and others not so 
friendly! The only way to de- 
termine which is which is by 
requesting the [Plot's ID and 
judging by the response given. 
One you've reached the target 
and ne.uoualrfl tin- landing 
procedure leasier said than 
done!) the scene ehanges to an 
overhead perspective of the 
helicopter landing site. From 
here you embark on a ground 
mission to pulverise I he Mad 
Leader's installation. This in- 
volves searching various 
buildings for security cards. 



keys and other objects whilsl 
avoiding capture and attack. 
You can't afford to hang about 
either - a strict time limit is 
imposed. Complete a mission 
and you start again on a much 
more challenging assignment 
at least, that's what it says in 
the documental ionf 
Overall, an excellent piece of 
software. Whether you're a 
flight sim fanatic- or an arcade 
addict, this is one of those 
games thai shouldn't be mis- 
sed. Limited quantities are 
available now from Sunaro 
Software - see their advert in 
this Issue. 




n i 5nn*e qooocd 



ENTER THE HAWK 



Introducing a quite re- 
markable package - a 
game that might never 
have left the opposite side of 
the world had it not been lor 
the efforts of PAGE 6. the in- 
fluence of its dedicated read- 
ers and the infinite wisdom of 
the Staff at Red Rat Software. 
I'm referring, of course, to 
HAWKQUEST. a game pre 
viewed fully in issue 39. I've 
now received the official re- 
lease and am pleased to say 
that it's everything I had 
hoped It would be. I under- 
stand dial R<-d Rat liiivr e\ 



perlenced some problems with 
the promised conversion lo 
cassette, but hopefully It 
should be available soon. 
You may recall thai Hawk 
quest Is set in a far-off region 
of the Universe. Your home 
planet has developed a power- 
ful energy generator based on 
a unique and mystical crystal. 
Unfortunately, the crystal has 
been stolen by an enemy raee 
who have disassembled it into 
five pieces and hidden each in 
an underground fortress. As 
you L d expect, the fortresses 
are guarded by nasties galore 



and there's only one person 
could possibly battle past that 
lot! 

The ml Baton is split into two 
sub games, I he first oi which 
Is a vertically scrolling shoot 
em up similar in style to the 
arcade classic Xevious'. Ini- 
tially you must select a planet 
to attack from a set of five 
alternatives. Different planets 
feature characteristic scenery 
and enemy craft, but the ob- 
jectives on each are Lite same - 
bomb the installations. aw..utl 
the return fire and annihilate 
everything you can! The 
second phase of the mission is 
a complex eigln way scrolling 
shoot 'em up, your aim here to 
retrieve various items which 
ultimately lead you to the mis- 
sing crystal. Traps abound, 
but a save game facility pre- 
vents the odd mishap being 
too disastrous. If you want lo 
persevere with the secondary 
game but can't master the 



first, you can load In a preset 
fortress - one oi many 
thoughtful additions making 
this a wonderfully playable 
game. 

There's not enough room here 
to do the graphics Justice - all 
[ will say is that they're superb 
and you won't be disappoin- 
ted. The authors have done a 
marvellous job in creating Hie 
sori i>l gaiiu- that Atari owners 
have long been crying out for. 
Red I tat deserve a good deal of 
appreciation, too - how better 
to show your thanks than by 
purchasing one of the best 
arcade games since the Jag- 
gies Invaded Fraelalusf 



litle; HAWKQUEST 

Publisher Red Rat 

Price; £19 95 disk/£9.95 

cassette 
Players: l 

Reviewed by Puul ffutan 
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SUPPORTING YOUR ATARI 



UPGRADED TO ST? 

Don't throw your old files away use 

TARITALK 

The most effective way of transferring files from your Atari 
8 bit system to your ST without the need for a costly 
interface. TARITALK comes complete with interface cable 
and software to transfer text files, database information, 
pictures, music files and more to your ST 

TARITALK is just £19.95 
and is available exclusively from PAGE 6 
- use Ihe order form or telephone us for credit card orders 



BLANK DISKS 



LIMITED OFFER 

FIFTY 

BLANK 3.5" DISKS 



£35 



CERTIFIED DOUBLE SIDED JAPANESE UNBRANOED TOP QUALITY DISKS 
BOXED IN FIFTIES - rw labels 



Order from PAGE 6, P.O. BOX 54, STAFFORD, STi$ 10H 
Credits card orders accepted on 0785 213928 or by FAX on 0785 54356 



TRANSDISK IV 

Now available exclusively from PAGE 6 SOFTWARE 

NOW YOU CAN TRANSFER YOUR CASSETTE 
GAMES TO DISK WTTH EASE 



TRANSDISK IV is a simple to use utility that will 
transfer all your cassette games to disk - easily 
and quickly! 

• Handles any type of cassette format 

• Handles cassettes that load extra levels 

• Allows several games on one disk 

• Use full memory on XL'XE machines 

• Handles cassettes that need 64k memory 

• Full step by step instructions included 

• Complete with chart of exactly how to trans- 
fer the more popular games 

TRANSDISK IV is £19.95 
exclusively from PAGE 6 



PoeI and paclinrjlree in UK. Send cinque cr P.O. or rjunie AcchseMsi mumbif In 

PAGE 6, P.O. BOX 54. STAFFORD, ST16 1DR 

Telephone orders by Access or Visa accepted. Tel. 0785 Z139Z8 



READERS 



OFFERS 

See this page and inside covers for details 

FOR YOUR XL/XE 



□ MIDI MASTER 



£24.95 



□ TRANSDISK IV 



£19.95 



SPELL ME 

□ Cassette 
L_J Disk 



£4.95 
EG .95 



" Wiltfl OFFICE II 

] TIME & MAGIK - cassette only 

f I THE BIG DEMO 



£14.95 
C3.95 



ISSUE 44 DISK (with DR WHO) £2.95 

ISSUE 43 DISK [with ASTROWARP) £2 95 

ISSUE 42 DISK (with BR IK- BAT) £2.95 

ISSUE 41 DISK (with DOUBLE BONUS) £2,95 

ISSUE 40 DISK (with GRIDWARS) £2.95 

ISSUE 39 DISK (with PRO GOLF) £2.95 



□ TURBO BASIC (Disk) 



E3.95 



] FLIGHT SIMUL ATO R 1 1 jwilh FREE BOOK) £34.95 



SC EMERY DISK 1 
SCENERY DISK 3 
SCENERY DISKS 
SCENERY DISK 7 
JAPAN 



£12.95 
£12.95 
£12.95 
E!'2.EI5 
F.14.95 



SCENERY DISK 2 £12.95 

SCENERY DISK 4 C 12.95 

SCENERY DISK 6 £12.95 

SAN FRANCISCO £14.95 



Pleas* note (hat many Scenery disks are in very short supply 



FOR YOUR ST 


□ TARI-TALK 


£1995 


□ ST TVPING TUTOR 


£2.95 




^1 STOS BASIC 

□ STOS MAESTRO PLUS 

□ STOS SPRITES 600 

□ GAMES GALORE 


£21 .95 
£49,95 
£10.95 
£14,95 


SPECIAL ADVENTURE OFFERS 
[ THE JADE STONE 
DOMES OF SHA 


£4.95 
£495 


d CLIP ART COLLECTION 1 
L_ CLIP ART COLLECTION 2 
□ CLIP ART COLLECTION 3 


£10.00 
£10X0 
£10.00 



Postage included in U.K. Europe add £1 per order 
Elsewhere in the World add £2 per order 



Name 
Address 



|~~| Cheque.- Postal Order enclosed tor £ 

□ I wish to pay by Ac ws» Mastercard,' E ur oca rd/ Visa 

Card «<,[]□□□ □□□□ □□□□ □□□□ 



Please debit my credit card above with £ 



Expiry date 



Signal u re 

Send your order to 
PAGE 6 PUBLISHING 
P.O. BOX, 54, STAFFORD, ST16 1 DR 

Pleas* allow up to 29 days tor de-livery 
Please leel free to phplcopv 1his lorm or Arte your ordsr <1 you oo not wanl to cul Ih 
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BACK I 



1 Only these issues 
I are how available! 



PAGE 6 hack issues represent an excellent way of increasing the 
enjoyment ol your Atari with articles to enllghlen you, program* to 
type In and reviews of software to guide you. Almost all of the content 
oi pasl issues are as fresh and relevant today as when they first 
appeared- Disks are available for all issues, containing all the fl-biL 
programs from each issue ready to run, and I hey often include 
bonuses not found in the magazine. 



THE FOLLOWING ISSUES ARE STILL A VAILABLE 



ISSUE 31 



Our massive survey on ill lli-e- WAR DAMES available tor 1*ie B-hit Atari 
heads Ihis issue which also includes a great type-in synthesiser listing called OHILilNAL 
SYNTH. Other listings include FONT FACTORY, a rice character editor and a challeng- 
ing game called BOWL TRAP. A feature on SSl. mare Tutorial Subroutines a long 
leature on THE NEVE FtEN DING STORY, reviews ol ROADWAR 2QQ0 and THE DUNGEON 
pi its manr more are alio in Ihis. issue. ST SECRET'S, a new series on ST programming 
begins with a look at sound and Itie ST reviews section includes IMG SCAM, BASE 
TWO. TEMFU5 iitd many more. 

DISK AVAILABLE - All He ertra files for ORIGINAL 
SYNTH sei up ready to run plus tin era 




ISSUE 32 



A great cam game lor 8-bit users called, rattier unins pi ring if. whiST 
plus a r*c player name ui ILNNIS and a GRAPH MAKER lhai worts on Ihe wa printer. 
A new series Starts on EXPAND INC YOUR ATARI and there is en eicellant program/ 
tutorial on BOBBLE SORTING. Reviews Include THE PAWN, OUILU OF THIEVES, 
SPARTADOS/U.S. DOUBLE R and many mart. SI users can Nnd out about programming 
graphics wllh ST SECRETS and can read all about Hie FUHHO OlZEft. PC DITTO plus 
reviews ol Tangle wood, Delendar ol The Crown, Winter Olympiad. PRDSPER0 FOR- 
THAN and more. 

DISK AVAILABLE - OOUBIE SIDED with BONUS MACHINE 
CCDE ARCADE GAME only on this disk. 




ISSUE 33 



- Many readers tiara said mis is our best issue yet with an extensive 
feature on choosing a printer lor your Atari, plui HEAVY METAL, a superb type- in 
machine lanpuage arcade game. Otker type-in listings include aneltipr game, CRYSTAL 
CRISIS and 1wo utilities. COLOUR TUNER and SO FT KEY. the lallar being a super 
keyboard u macrc'. utility ST owners can hnd out mare about PROGRAMMING OEM with 
another article in Ihe series and (here are loads of reviews including MA5TERPLAN. 
C UNSHIP and SPfCTRUM 512. There's much more in Ihis issue besides, including 
some great music tor ihe B-bit. 

DISK AVAILABLE including TWO BONUS GAMES thai 
are not in Ihe magaiina. 




iSSiJE 34 




An ADVENTURE special to dellghl all tans of Atari Adventuring. Exclusive 
and extensive interview with LEVEL 9, two TYPE -IN & bit ADVENTURES, games reviews, 
bumper A-Z HINTS AND TIPS tar ail Kinds of adventures, a survey of almost every 
known Atari adventure and much more. Other items Include 0 AVE T'S DISC 0. FLYING 
BY THE BOOK, TUTORIAL SUBROUTINES, tJie SHELL SORT and tne regulars. ST File 
includes a round up or ST adventures, a review ol DUNGEONMASTER. hurls on 
adventures and stacks ol general games reviews. 

DISH AVAILABLE - includes TWO BONUS 
ADVENTURES only to be tound on Iti is dish. 

Another cracking machine language game from Paul Lay called STAR 
RIDER plus HEAD BANGER, also In machine code MUSIC BOS and SYNTH II lo type 
In. MAPPING YOUR ADVENTURE shows you how lo succeed In advenlureS. Ball SPLIT 
reveats secrets aboul Ihe BSC Interlace. DESIGNER KEYS allows you to r.u$lomlse the 
keyboard. Then there's BEGINNER'S BASIC plus a new series no TURBO BASIC, reviews 
ol MERAK. Draconus, Jfle Blade and more. For the ST we have B BOOT lo allow you 
lo boot Irom drive B, STQ5 r&v lowed. TRIP-A-TRQN, 5PELLB0CK. SUPERBASE PROFES- 
SIONAL all reviewed and you can find how to never get lost again with AUTORCUTE. 
All ihis plus much, mien more. 

DISK AVAILABLE - includes BONOS MACHINE CODE 
UTILITY to add 12B colours Ic Atari Artist or Mlcropainler 
pictures. 




ISSUE 3? 



Some eice Meet listings including SCROLL Y TEXT EDITBR, a superb 
utility ror creating scrolling messages on the KL/XE |jst like those on ihe ST. plus 
HLASTCDM. a last and furiovt UUst am up, and SUNPLOTTEH which shuwi you Ihe 
position of the sun and limes anywhere in the world- Also FINDER tor searching your 
programs, the first part ol MACHINE CODE LIBRARY and me CASSETTE DATABASE 
Loads ol reviews as usual including SpartaDos t. ST File includes Ihe first part In 
the MIDI series and coverage ol PRDTEKT and FLAIR PAINT plus reviews oF HEAD 
COACH | where have you seen that reviewed elsewhere 11 ,. SPRITE MASTER and a whale 
host 01 games. Lot's more aesiu>s. 

DISK AVAILABLE - Includes BONUS program UNDER 
STARTERS ORDERS, a superb horse racing name ror all 
the lamilf 
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A super educational program, MCO-TEST. for revision, homework or tun. 
The MACHINE CODE library Looks at saving and loading memory, a utility lists a HEAL 
TIME CLOCK lor your XL Or XE and THE PODZ is a great scrolling game- There 
pre several mure listings. The T1PSTFR begins and articles Irtclude THE 
GAMES THEY NEVER RELEASED and more on Turbo Basic ST nwners can 
enjoy type-in routines for graphics, reviews of MINIM, FUN SCHOOL 2, 
POLICE QUEST ll plus loads of q antes. The Ml Dirts, guide continues and 
John Sweeney looks el KINGS QUEST and LEISURE SUIT LARRY 

DISK AVAILABLE ■ Includes GALACTIC CRE5TA 
e BONUS MACHINE CODE GAME previously re- 
leased com mere lally! 

The first type-in Milling gome tor the Alari. CATCH DAY. heads the way 
with MOUSE PARTY and a NUMERICAL CONVERSIONS UTILITY also Id type in Diner 
leatures include PAGE MARSHAL. HA WIDEST, Ihe MACHINE CODE LIBRARY on Player 
Missile Graphics plus, of course, THE TIPSTER and reviews of 3- bit games including 
STAR WARS. TTM ST section includes reviews ol THE JADE STONE and DOMES OF SMA. 
Ihe Midiofs guide 10 the SEQUENCER, a new column i>n SfOS PROGRAMMING plus 
many, many reviews including GOLD RUSH and GALBREGDN'S DOMAIN. 

DISK AVAILABLE includes PRO GOLF as a BONUS. 
Superb 18 hole action wllh all Ihe ophons plus a con- 
struction kit id build yeur own courses 

Read all about Sublogic. Ihe company that brought Flight Simulation 
ui h.: Atari Pr&prpnis include SHIFT it. a mind doggiinn sliding pan* |H and 
MEAN MOTOR lor last racing A simple educational program It LEARN TO READ which 
you can easily adapl and K-TYPf will improve your loucb lyplng. All these plus tbe 
Machine Coda Library, Cassette Database. The Tipster and much mere. For ST lans 
the STO$ column has type in listings and (here are reviews Ol AflMAOA, JET, 
BATTLETECH and many mor*. Also Ihe final pari in Ihe Midiers Guide to Music 
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DISK AVAILABLE - includes BONUS 
language game GRID WARS 

K-IMI1 - Soma neal 8 fail ut s including LlSTlF, a new command tor Basic 

and LG1DDUMP lOr Ihe Star colour printer. Games include Bill Walsall's great SNAKES 
ALIVE tor up to twenty players! PICMATlCS Is a nice educational program to leach 
malhs and artier Include the MACHINE CUDE LIBRARY. CONFESSIONS OF AN 
ADVENTURE ADDICT and more. $T users can enjoy reviews o1 INDIANA JONES. 
POSTMAN PAT, HlSOFT C, DEMON'S WINTER and many, many more. There is also 
■he first instalment ol MAKING MUSIC and. ol cnune. IHE STOS COLUMN complete 
with type In game. 

DISH AVAILABLE includes DOUBLE BONUS ot TRAP, 
STAR and BLOKHEAD. Two great machine language 





- Cheat at cassetle gamfrfi wim the TAPESTER. play games with TO THE 
RESCUE and HOT ROD RAIDER. Expand yQUf programming knowtadge with MULTl 
MOUSE, MACHINE CODE LIBRARY and H EJCSAVEft. Plus three pages ot THE TIPSTER 
(including the solution In q-ussl tor Eternity}, lots ol reviews and TUftBO BASIC. ST 
owners can enjoy reviews Ol NEDDESK. SCAPECHQST and o host ol games logelher 
with the tegular Music Column and our STOS COLUMN with type -in programs 

DISK AVAILABLE with BONUS game BRIfc-BAT. a classic 

-i n m i n n.n. nn'iHirlfn 

afiQUflU^ program 

A major lulonal on DISPLAY LISTS heads Ihe features in this issue 
normal top class type-m games including SKIRMISH, in which you control SIX 
al once and BIORHYTHM MONITOR Co check whether Today is a good day. There 
is a hardware project lor a WRITE PROTECT SWITCH and a couple ol good utilises 
10r cassette users TAPESTER Mill and VERIFY!. Pius Dungeons A Dragons. The 
Tipster, renews and more. On the ST side we have the regular STOS column wilhi 
program Irtm STOS author Francois Lionet plus reviews ot GAMES GALORE, HJILLSFAH 
and DAILY DOUBLE among many others and a reund up ol all the DEMOS available 
in ihe Public Domain. 

DISK AVAILABLE wilh DOUBLE BONUS ■ ASTROWARP a 
2 pi oyer Spate game and SOUTH SEAS TRADER a 
simulation 




SOLO OUT 



The following Issues are SOLD OUT 



ALL ISSUES PRIOR TO ISSUE 31 and ISSUE 35 




BACK ISSUES are £1.50 each In the UK, £2,40 lor Europe or surface mail elsewhere and £3.50 for Air Mail outside Europe Prices include postafje. 
ISSUE DISKS are for any 46* o* 64k B-bit Alari. Each disk Is C2.95, Postage FREE in U.K. Overdo* add C1 pw order (any number of disks. 
Send yeur order PAGE 6 f PO- BOX 54, STAFFORD, ST16 1DR ENGLAND- ACCESS and VISA aocepled. Telephone D7B5 213920 
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FOR SALE 



XE SYSTEM; 65XE. XC12 
cassette recorder, joystick, 
over £100 worth of games 
and BW television. £140. 
Phone Paul on: 0606-559185. 
evenings and weekends 

PRINTER: 1020 Printer/PlOt- 
:e\ £50. Touch Tablel, £30. 
&Q'.\- boxed in v g c . plus 
software (original ^ Ring 
Slephen on: 0773-833746 

ST MEGA SYSTEM: MEGA 
I.MegaWe 60 Hard Disk. Phi- 
lips colour monitor. SM1 ^4 
mono monitor. SF314 Exter- 
nal 'loppy drive. Star LGiO 
prinler, VidiST and over 
£1DOO worm of soil ware plus 
same books arid magazines, 
all lor £1100. Phone Tim on: 
021-366-2706 (Evenings and 
weekends* 

ST SYSTEM: 1O40ST and Hi- 
res B,-W Monitor, £350 0,o.O, 
Phone D. Barr on 0793 
-375327 (Day) Or 0793- 
376706 (nighl} 

BOOKS & MAGS: Mapping 
The Alan. £10; Computer Ani- 
mation Primer. £10; Adv- 
anced Programming Techni- 
ques. £8: Computers Atari 
Collection Vol 1 . £6; 6502 Re- 
ference guide, £5; Mastering 
the Atari 600XL, 8O0XL. 400 
S 600. £3; HOM Assembler 
Cartridge, £10: Turbo Basic 
Compiler (disk), £3. Two 
games 20 magazines: 14 
Alan Users, 2 Page 6, 2 
Monitor and 4 various titles, 
£10 the 101. Wnle to; P. Mor- 
ris, 118A Cranleigh Road. 
Southbourne. Bournemouth, 
Dorset BH6 5JN. (Postage 
Free) 

XE SYSTEM; 130XE, 105O 
drive + sollware. £150. Up- 
grading to ST hence low 
price. Also software ciearout. 
SAE for delails to: A.E Tal- 
bot, 68 Carlisle Streel, 
Springburn, Glasgow G21 
1EF 

PRINTER; 1027 LO in excel 
tent condition, complete with 
leads, ink rollers, AlanWnter 
Plus software and all manuals 
■n original box, £75. Also 
1010 data recorder in excel- 
lent condition complete with 
leads. Atan Touch Typing 
software (two cassettes) and 
all manuals. £25 Telephone 
(Glrjs) 0452-714533 

6*err BARGAINS; As new. 
two XF551 360K disk drives. 
SpartaDOS X, 650 Interface, 
XC12 cassette plus many ori- 
ginal software thles including 
MAC65, some books and 
magazines, £250. Phone Tim 
on: 021 3 M-?/08.; Evenings 
and weekends) 

XL SYSTEM: 800XL. 105O 
disk drive, tape deck, joystick, 
magazines. 200+ games on 
lape & disk. No splits, £225, 
Tel: Wetls (0749) -7531 1 



XE SVSTEM: 65XE. includes 
all leads, manuals and XC12 
data recorder, boxed as new. 
only 6 months old: about 70 
games (over £300 worth); 30 
Atari magazines From January 
1987 up to dale; games list- 
ing book. Cheetah 125+ joys- 
tick No splits. Buyer pays 
postage or collects. Sell for 
£3O0- Phone Craig on- Lin- 
coln (0522)^5293 1 6} 

XL SYSTEM: SO0XL expan- 
ded to 256K. 1 050 with Doub- 
les, 1027 Printer, Touch Tab- 
let. Light Pen. Joysticks, 
Mouse. Centronics prmler 
lead, cartridges (Atari Artist. 
Assembler/Editor. Basic XE. 
dock. SpartaDOS X), Soft- 
ware (Fighier Pilot. Hitch-Hik- 
er's. Mini Office. Page Mar- 
shall, Turbo Basic, Forth. 
Tan-Talk, Textpro. CAD and 
moref, Literature (Technical 
Notes, De Re Atari, Mapping 
Ths Atari, several machine 
code tutors plus 60 maga 
lines). Also Computerhouse 
Controller Card (not fitted) 
with 80 column emulator, 
Omnimon and Uttramon. 
£300, Phone Dave on: 
0277-$59098 1o arrange de- 
livery in Essex 

PRINTER: Brand new 1029. 
complete wMh manual and nb- 
bon, £100 O.n o- Tel: Black- 
burn {0254}- 240649 any time 

XL SYSTEM; B0OXL. 1050 
disk drive with US Doubter tit- 
led. 1010 data recorder. 1029 
printer, 190 disks including 
disk boxes lull of games & 
utilities, lots of Atari User 
mags, plus dust covers, in- 
structions and some tapes, 
£260 the lot or will split. Tel: 
0254-394895 

XL SYSTEM: 600 XL, 105O 
disk drive, software including 
Mini Oflice II, Superscript. 
Swift Spreadsheet, Leader- 
board. International Karate, 
Silicon Dreams, Jewels Of 
Darkness, Mercenary, Scoo- 
ter. Slarquake bothers 100 
cap. disk box, Page 6 and 
Atari User magazines, joys- 
tick and printer interface. 
£200 O.n.o, K.A.M Wright. 15 
Carrick Drive, Dalgety Bay. 
Fite KY11 5YB (Tel: 
0383-822358) 

800 SYSTEM: 600+ 1010 
tape recorder. £100 worth of 
software, with all leads and 
instructions. Open to offers. 
Phone: 0733-270389 after 
6pm 

BOOK: "Atari Games $ Re 
creations" by Prentice HalL 
£8.00. Unwanted grft. Tel: 
Belfast 625430 

6-BIT BARGAINS: Business 
Urilities/Games; Tutorials. 
Books; Magazines. Far too 
many to list! Write to: 
S.Beauchamp. 1 Gosden 
Close. Furnace Green, Craw- 
ley. West Sussex RH106SE 
or Phone: 0293-51 1708 



XL SYSTEM: 8Q0XL, Phone 
mark dala recorder, 3 joys- 
ticks. 3yrs ot Atari User 
{issues 1-12: Vols 2,3 & 4) + 
olhers, over 1 30 games wodh 
over £300, lape hacker utility, 
dust cover & manuals, £100 
o.n.o. Tel: 0383-822798 and 
ask lor Sieve 

HANDHELD COMPUTER: 

Atari Portfolio togelher with 
parallel interface and two 
manuals, £200 o.n.o. Tel: 
0375-675757 (Evenings) 

XE SYSTEM; Complete with 
ligni gun, Flight Simulator II, 
etc., plus XC12 with some 
games on cassette, only £60. 
Phone: Macclesfield 
(062S)-31357 aHer 6pm 

XE SYSTEM: 130XE. XF551 
drive. XC12 recorder, disk 
bo*, disks. Mydos 4.5, over 
£200 ot original software 
games (mostly on cassette) 
plus Computes 1 st and 2nd 
Book Ot Atari (No splits I. 
£350 o.n.o. Tel: 
021-742-8038 

XE SYSTEM: 6-5XE. XC12 
datacorder, joystick. Mapping 
The Atari (Revised edition), 
Games For The Atari book, 
£25 worth of software, in ex- 
cellent working order and 
boxed as new, £?5 or open lo 
offers. Phone Chris on: 
0602-845336 Will deliver in 
Nottingham area 

XE SYSTEM: 'JuXE. 1050 
disk drive. 1029 printer. 1020 
prints r/ploller and XC12 cas- 
sette plus Atari Touch Tablet, 
also some sollware {on disk 
& cassette]. Assembly lan- 
guage books and OSS Mac- 
65 assembler/editor. Will sell 
lor £350 o.no. May separate 
some items. Coniaci Paul or 
Mark at: 14 Meadow Road, 
Oldbury, Warley, Wesi Mid- 
lands B63 SPG 

XE SYSTEM: t30XE,di£k 
drive, hyper chip, recorder, 
speech synlhesiser. lots of 
magazines & software, disks 
and holder, everything m 
working order and total value 
o1 over £500. selling 1or £250 
o.n.o. Buyer collecls. Phone: 
0203-441832 

8-BIT SOFTWARE; Hie Man- 
ager 800, £15 00; Visicaic. 
£10.00 plus some games. 
Also pnnter interface, books, 
eic OHers Phone: 
07O261O424 ^ 

8-BIT BARGAINS: Maga 
zmes & loads ol top quality 
original software (C+D} and 
60 « utilities Will spirt. Ring: 
0483 720533 and ask for 
Matthew 

TECHNICAL REFERENCE 
NOTES: 40O.''B0O including 
Operating System Users 
Manual. Operating System 
Source Uslmg & Hardware 
Manual in brand new condi- 
licr .ii i j>-,ht1 bu: fiu' ::':prJ tyr 
British A4 size files. Phone: 
0602-253644 



XE SYSTEM; 13QXE, £40: 
6O0XL. £20; 40O, offers? Also 
Atari half- meg dnve lor the 
ST, offers^ Tel' Christian 
<0502) 585315 

XL SYSTEM: 800 XL. 1010 
data recorder, some sollware 
ail boxed and in excellent 
condition, selt lor £50.00 
o.n.o Tel; 0533-771707 aller 
6pm 

8C0XL SPARES: Power Unit, 
Ferguson MC01 composite 
video lead, Modulator, Com- 
plete set ol Atari User (Daia- 
d.-jsh; vaga/ n«s Min 
Office II. £10.00 o.n.o. Tel: M. 
Newman (0277J-264626 
[Ofkce) or {0245>-268063 
(Home! 

SERIAL INTERFACE; Mira* 
de Datatan with multi-view- 
lerrn software program (new); 
Bulletin Board. Telex. Prestel. 
Micronet suitable lor 800XL, 
130XE, 65XE, bargain, cost 
new £59.95. sell for £3000 
Also original adventure game 
still m packaging. Seven 
Cities Of GoJd. was £29.95. 
1irsl £5.00 secures! Ring Les 
on: 021-783-5807 {Birm- 
ingham} 

ROM LOGO: Including manu- 
als, £10.00. Please write td; 
E Stehens, Rawson Sire^i, 
Leicester LEI 9BG 

ATARI MAGA2INES: The 

very FIRST edition of Atari 
User, May 1485 December 
1 978 plus Page 6 Issue 7 
(Jan 34) to Issue 30 (Dec 87). 
£30 o.n.o. Phone Kevin on: 
Dean<0594)-543SJ2 

PRINTER: 1027. letter quality 
m excellent condition, com- 
plete with manual, leads,, ink 
roller and bonie. £75.00 post 
age paid. Tel: 0742-581605 
aher 6.30pm 



WANTED 



8-BIT UTILITY: Required to 
either transfer Transdisk IV or 
Taskmaster programs to ROB 
C or back to cassette + a 
Binary to cassette transFer 
utility, Write to; Colin Brunt. 
47 Longfellow Drive, Herring 
thorpe, Hothamam S65 2LH 

DISK DRIVE: 1050. m the 
Lancashire area. Must be in 
good working order, any 
reasonable price paid Ring 
David on: 0942-602931 aller 
5pm 

DRUM KIT: Swap for Alan 
800XL. 1050 drive data re- 
corder, disks, tapes, dust 
cover, power packs, books, 
mags, desk, speech synth., 
joysticks. (Photo of kit re- 
quired-}. Phone Simon on: 
0643-63495 {Thanel) 



SPY HUNTER: Has anybody 
got this game on cassette 
who would be willing lo sell i1 
to me for £4.00 including 
postage? Tel: Leicester 
(0533) 688653 

JET SET WILLY: Wanted for 
XC.XL machine. Will pay 
£1.50. Wrile to: 213 High 
Streel, Taike Pins, Staffs 

ST7 lOQ 

TURBO BASIC: Will pay 
good price for in 15 program 
on 1ape. Write to: Simon Cox, 
47 Bobgreen Court. Whitley 
Wood, Reading RG2 8UE or 
Phone: Heading B60177 

UTILITIES: Turbo Basic :on 
cassette* and an Assembler. 
Write to: D. Bonnia. Block 1, 
Door A. Flat 4. Eucalyptus 
Street, Som Gwam. MALTA 

DOS 3; I have an 8QQXL Can 
anyone help me obtain a 
copy of DOS 3 master disk? I 
have some files on this old 
system that I would like to 
unlock. Write to: Bernard M. 
Adams. 14e Clayton Streel 
Wesi, Newcastle- upon -Tyne. 
(091-261 7422) 

ST OUTFIT: Swap my 800XL. 
1 05O disk drive. XC12 recor- 
der, software * magazines in 
mint condilion. Tel: Milton 
Keynes 609839 

DISK DRIVE: Has anyone got 
a 1050 or XF551 disk drive 
they wish to sell? Must be 
complete wilh manuals, etc, 
and be in good working order. 
Phone Gary on- 0702-470628 

MANUAL: 1st Word Xlent 
word processor manual for 
800XL Will accept original or 
photocopy . Willing to pay 
shipping costs. Looking to ex- 
pand to 256K ..need chips 
and instructions, make offer. 
Also looking for Issue 26 of 
Page 6, with or w-'o disk, AH 
replfes answered! Jonathan 
Banker, c/o Sutterlin, Efsas- 
serSlr 5, /H50 Lorrach 2. 
WEST GERMANY 

LISTINGS HELP; Does any 
one have the listing 'Get II 
Right IT from Alan User? 
Write to: A. Dumitrescu. 190 
Colmmill. Poiegiass, Dunmur- 
ry. Belfast. N.lrelandBTi7 
0AU 

DISK DRIVE: XF551 or 
1050/U.S. Doubler wilh DOS 
XE or SpartaDOS. Tel: 
0205-353446 alter 5pm 

INSTRUCTIONS: For Sound 
Machine {Peter Finzel Pro- 
ductions - 1986). This is a 
German program so it may be 
a bit rare, but it anyone can 
help I would be very much 
obliged. Phone (0643) 63495 
(Thanet) and ask lor Simon or 
leave a message 



MORE OVERLEAF ear 
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MIDI MASTER 



moiv rot; cam run a mo\ synth with your xl/xei 



AVAILABLE 
AT LAST! 



MIDI MASTER is the only Midi interface 
and sequencing program available for the 
Atari XL/XE - with it you can control any 
Midi equipped synthesiser 

Ml DIM ASTER is £24.95 complete with in- 
terface, software and manual 

Make your Atari come alive with real 
music - you won't believe the difference! 



MIDIMASTER features 

• 8 track sequencer for real time 
recording and playback 

m Any Midi channel or voice can be used 
m AMS music player ^ ^* 



Voice patch editors 
for Casio CZ and 
Yamaha DX 



Use the order form on page 49 or write to 
PAGE 6, P.O. BOX 54, STAFFORD, ST16 1 DR. 

Credit card orders accepted on 0785 213928 or by FAX on 0785 54355 




contact extra ... contact extra . 



8-BIT SYSTEMS REPLAY: 

Sound sampling package. 
Must be in perfect condition 
complete with ca^idge, disk, 
interlace wilh full instructions. 
Will pay up lo £25 or swap 'or 
BQOXL < no power lead) + 
XCi2 data recorder < perfect 
condition) + 2 manuals and 
games. Please phone (Wol- 
verhampton) - 495891 aflef 
6pm weekdays except Thurs- 
day and Saturday. Ask for 
Leo 

HELP: I am looking for a 
program to convert standard 
62secior picture files over 10 
Print Shop Magic screen. I' 
you can help, please ring or 
write to: Les Taylor, 99 Bre- 
con Road. Stourbridge. West 
Midlands, OY8 4I_A or TaL 
0364-379575 

DISK DRIVE & PRINTER; 

Musi be m good working 
order, price as per condition 
(No XF551"s!!). Ring Algie on: 
081-993-&694 after 7pm. Can 
colled in London area 

DISK DRIVE: 1050 in good 
working order. Will pay £50 
and colled from London or 
Birmingham onty. Phone 
Sleven on: 091-561-8597 
alter 6pm 



MUSIC PROGS; FfSr the 
130XE (casselle-basedL pre- 
ferably machine code with 
good edit/compose fatalities, 
Must be cheap! Any help on 
music usmg Basic gratefully 
received II I Wr re now to: 
R.Taylor. 48 Livingstone Ter- 
race, Irvine, Ayrshire KA12 
SDN 

ATARI USER MAGS: Issues 
OCTOBER & NOVEMBER 
1985 plus FEBRUARY 1986- 
Phone:0296-71-2441 or write 
to: 14 Verney Road, Winslow, 
Bucks MK18 3BL 

REFERENCE MANUAL: 

BASIC reference manual ur- 
gently needed pease. Good 
condition, good price! All calls 
to: Andrew C. Thompson, 135 
Henilys Way, St. Dials. 
Cwmbran, Gwent NP44 7IMF 
or Tel: Cwmbran 
1 06333) -64 135 

PRINTER CONNECTION: 

For Epson (Centronics para- 
llel). Must work withoui the 
need for special driver soft- 
ware and must be cheap, 
around £10.00 Wrile to; E. 
Sieffens. Rawson Street, 
Leicester. LEI 9BG 



HEAD OVER HEELS; Has 

anyone got a copy of this 
game that ihey are willing to 
seil ? II so, please contact 
Steven on: 0423- 669*1 27 
fatter 4pm) 



PENPALS 



XE PENPALS: I have a 65XE 
and .would like to swap 
games wilti and write to girl or 
boy. Please wrile to: Simon 
Cox, 47 Bobgreen Court. 
Whitley Wood. Reading RG2 
SUE 

FRENCH AMERICAN LINK: 

I am looking ; o' oonoals n 
the U.S.A. and Canada lo ex- 
change hints and lips. Please 
contact- Jerome Bernard, i 
Villa Jacquemom, 75017, 
Pahs. FRANCb 



MAXIMUM 
35 

words only 
PLEASE 

5C words allowed 
on PENPALS 



PRINTER HELP: Can any 

body p ease help me wilh a 
1029 problem ' The symp- 
toms o1 the fault indicale a 
broken print head. Can any- 
body help me in locating one 1 ? 
Write to: Mr.P. Thorpe-Willell. 
28 Cedar Grove. Redcar. 
Cleveland TSiO 3LX 

B-BIT USERS: I have an 
800XL-256K- 1050 drive and 
Epson primer. I would like to 
hear from any 8- bit user to 
swap hints, lips. etc. I have a 
massive col ection ot USA 
software titles and books. All 
letters answered. Write to: 
Peter Giraldo Apanado 
70369, Zona Posial 10?1-A, 
Los Ruices. Caracas. VENE- 
ZUELA 

XL/XE USERS; Ray. Owner 
ol 130XE, 1050 drive and 410 
datacorder needs nelp, 
advice, software, hardware, 



hints ft tips. I have 600 
games and will swap wilh any 
age m any area. Write to: R. 
Astley, 20 Stand Rise. Radc- 
liffe. Manchester M26 qbt 

XE HELP!: Anyone between 
13 16 wilng to give help on a 
game problem j System B 
Pools). Write to: Brian Cfook. 
215 Warnngion Road. Goose 
Green. Wigan. Lanes WN3 
6PA 

6- BIT PENPAL; Is there any- 
one out there who wants to 
be my penpal? I am called 
Tryslan and I own an 800XL 
and 1DT0 tape unit. All tape 
users grab your pens and 
write to; Trystan Negus, 23 
Newbridge Way, Truro. Corn- 
wall TRt 3LX 



FOR SALE ... WANTED ... PEN 



CONTACT is FREE of charge and may be used by any genuine 
Atari enthusiast For contacting other owners. Any notice may 
he include*] except those offering software only for sale or 
i-xi hunue nr i hnse. uttering items for sale commercially. The 
Editor reserves the right to omit any mi ike received at his 
discretion. 

Send your CONTACT notice to CONTACT, PAGE 6, P.O. Box 54 r 
Stafford, STlfc 1 UR, Please write your natlce an a separate 
vhi < t uf paper, not as part of a letter, 
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The budget scene is now beginning to expand 
beyond shoot 'em ups with 16 Blitz introducing simu- 
lations and adventures at the £4.99 level. Look out 
for CONFLICT a Middle East political simulation in 
which the aim is to force the coHapse of four neigh- 
bouring governments with military and economic for- 
ces and GRIMBLOOD described as a gothic whodun- 
nit written by the author of Midwinter. Electronic Arts 
are into the futuristic sports arena with TRIBAL a 
game for up to three players controlling eight teams 
who come together to play a match on a pitch of five 
quarters and in three timed naif s. Sounds confusing! 
Infogrames continue in their frenetic French way with 
lots more releases including BUBBLE *, EAGLE S 
RIDER and POP UP all arcade games and ALPHA 
WAVES which they describe as 'emotional software' 
as follows. ALPHA WAVES is not just a new game but 
a new concept. A concept bom from the NEW ACE. 
The marriage of the spirit and technology. These are 
the base elements which form the idea of HEW AGE. 
An idea which has inspired the Infogrames creating 
team to imagine a game which stimulates the brain 
and brings it to a deep relaxation which can provoke 
a state of dreaming. The game-play is of unique 
conception. The management of an item in a cube 
space in three dimensions. The item has to negotiate 
a platform and stairway in order to reach the magic 
door. This three dimensional world is also inhabited 
by polygonal beings endowed with an intelligence 
and language which are not of this worid. But the 
game goes further Alpha Waves is more than a 
fascinating game-play in an extraordinary universe. 
To the simple playing pleasure is added the search 
for harmonious sounds in the alpha wave range. The 
rooms also emit alpha wave frequencies and this 
stimulates the mind and deep dream-state relaxa- 
tion. When diving into the universe of Alpha Waves, 
you wiff encounter new sensations ■ Beyond the pro- 
jection of the player there is a response from the 
machine. For the first time ever, the interactive 
medium goes beyond reflection and intelligence. One 
could say that Alpha Waves establishes a communi- 
cation between the micro-computer and mankind. A 
communication created by the frequencies emitted 
by the computer and understood by the human brain 
». beyond the conscious. I just love the way the 
French write these things? What it ail means is any- 
one's guess. I wonder what they are on when they 
dream all this stuff up, I bet it's not Just alpha waves! 
On a more mundane level infogrames are also re- 
leasing several 'simulators* including BRIDGE SIMU- 
LATOR, DAMES SIMULATOR (apparently Polish 
Draughts), BILLIARDS SIMULATOR and PINBALL 
SIMULATOR. Electrocoin is a new company specialis- 
ing in coin-op games and now turning its sights to the 
ST. The first release is TIME SOLDIER converted 
from the arcade original in which the player controls 
one of the Earth Commandos through six Eras to 
face the mighty Gyiend, conqueror of galaxies, in a 
fight to the death. Finally, Virgin Mastertronic have 
signed up Magnetic Scrolls whose next release will 
be WONDERLAND with over 1 00 interactive illustra- 
tions. Hopefully we'll bring you a full review soon. 
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MURDER IN SPACE 
from Infogrames 



BUBBLE + 
- Infogrames 
follow up to 
Bubble Ghost 




ROLE PLAYING 



DRAKKHEN 

DUNGEONS & DRAGONS GALLIC STYLE 



More mouse- driven. Dungeons 
and Dragons style mayhem for 
all you Fantasy Role Playing 
h-cak*! This time ;i iaiih cr>i aprebens'vc 
offering from the French covering both 
wilderness and dungeons, with myriads 
of weapons, armour, monsters and 
magical arte tacts such as sceptres of 
luck and rings of impalpability? 
The wilderness is a brilliant 3-D scroll- 
ing landscape which you can explore in 
any direction. Stay on the roads to start 
With, as nearly everything you need to 
find Is near a road, and if you leave them 
you can easily get lost (use the moun 
tains as compass points). Make sure you 
are wearing all your armour as the whole 
island is heavily populated with beings 
intent on your demise! 
Bump into the cross at the crossroads to 
the west lor your first experience of the 
superb animated graphics as you are 
attacked by a giant hound s head! Save 
frequently (have some spare character 
disks ready)! 

South of there you will find some houses 
where you can pick up a few hints from 
the local inhabitants. But don't stray loo 
far south, the southern desert is the 
deadliest area of the island, heavily 
populated with small dragons which 
swoop down at you Space Harrier style. 
The east of the desert is even worse with 
giant dragons which land on top of your 
characters and breath fire until they arc 
dead! (You really need to wait until you 





Title: DRAKKHEN 

Publisher: Infogrames 

Price: £29.99 

Reviewer: [ohn Sweeney 



are armed with 
Drags before you 
have much 
chance against 
them I J rags are 
giant swords 
which closely re- 
semble chain- 
saws?) 

East from your 
starting point you 
will come to your 
first puzzle: a cas- 
tle surrounded by 
a shark- infested 
moat. How do you 
get in without 
being eaten? All I will say is make sure 
you have a Priest and a Magician in your 
party sini r IIm-v gel <UlN*mi1 spells and 
you need lots of spells to finish the game! 
Movement in the wilderness is always 
done as a group, only switching in to four 
character mode for the lights, lint in r kit' 
castle dungeons you always work with 
four separate characters. They can go oil 
to different rooms, and indeed need to do 
so to solve some of the puzzles. The 
dungeons are easy to map, being a series 
of intereoimcclcd rooms. Hut you will 
need to do a lot of fighting and a little bit 
of problem solving in order to explore 
them fully. When they are riot lighting, 
your characters can move around the 
rooms, examining and finding items, 
manipulating levers and talking to the 
locals - very similar to Sierra's Quest 
series, but all icon- driven. 
Do be sure and talk to everyone 
you need their information to follow 
your qiaest. which naturally requires 
you to save the world (again!). I 
won't spoil your fun by revealing 
what you need to do, 1 11 just say 
that I have explored five castles of 
about twenty -seven rooms each so 
far. I think l only need one more 
item to reach the end game. 1 have 
one last castle lo lind a way in to 
and 1 still haven't used Disk 3! This 
is a BIG game. 

Most of the controls are pretty good, 
but there are some frustrating aspects to 
it. Although Drakkhen Is mainly mouse- 
driven you need to use the keyboard fre- 
quently as well. 

Spell- casting is generally difficult to con- 
trol - sometimes It won't throw your spell 
because you don't have enough magic 
points, sometimes because someone has 



thrown an anti-magic spell, sometimes 
because <i| Imw vmi selected 1 1 and sunif 
times it just won t and you have to re- 
boot! Sometimes, in a flghl, it throws the 
same spell until you run out of power. 
Definitely frustrating! 

Likewise lighting can be ennlmlled Midi 
vklually in theory, but in practice the 
system isn't really up to it and I found It 
best to Just ready my characters then 
click on Group Combat and lei the com- 
puter handle the fight - just stand ready 
with the spells and healing potions! 

Death comes a little too easily lor my 
liking, especially since you cannot SAVE 
in a duilgertu! Yon also need [n do an 
awful lot of fighting to get your levels up 
high enough lo survive in the nastier 
parts of the world! And some critical 
messages scroll up before you can read 
them and are NOT redisplayed! A lit Ik- 
more thought on some aspects of the 
implementation could have made this an 
even more enjoyable game to play. 

He ware if you have a small TV some of 
the text is difficult to read on mine be- 
cause of the choice of colours. Finally 
thanks to The Guiding Light (0898- 
338933 - noon to midnight 38p/25p 
per minute) for a couple of hints! 

• GAMEPL4Y - Mostly very good 

with an interesting plot 

m GRAPHICS Excellent land- 
scapes, dungeons, monsters and 
animation 

• SOUND - Lots of nice effects 

m VERDICT - Frustrating at times 
but overall highly addictive - very 
good value for money 
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DRAGONS 
OF FLAME 



The follow up to Heroes 
of the Lance continues 
the adventures of the 
highly popular DRAGON L 
ANCE characters as they light 
their way to the caves of Sla- 
Mori and round the fortress of 
Pax Tharkas, (The full story is 
in the last 100 pages of Dra- 
gons of Autumn Twilight!) 
The game system is basically 
the same as Heroes (see issue 
37); a joy stick- controlled, 
horizontally- sc rollings fantasy- 
based ( shoot-em up. You'll 
need to make a rough map to 
help you in your quesi for two 
hostages, the captured elven 
princess La u ran a, and the 
tabled Wynnslayer sword. 
Counl your sleps and watch 
your compass! 
The leading character Is dis- 
played and does all the fight- 
ing with swords, axes, bows 
and arrows, etc. The space bar 
E*ets you a menu for throwing 
spells, choosing, the leader, 



opening doors, 
etc. Minor enhan 
cements include: 
use of found 
weapons, keys- 
trokes to bypass the menu, 
and ability for Raistlin to 
throw spells during a fight. 

Major enhancement a 
Gauntlet-style, bird s-eye view 
section added to the front of 
the game as you cross the wil- 
derness to discover the secret 
entrance to the fortress. You 
can meet friendly characters 
who will tell you where to find 
supplies, give hints, and even 
join the party. Fights, howev- 
er, take place in the normal 
side- view mode. 

Other than that it is very 
similar to Heroes of the Lance, 
with the same limitations: the 
dungeon ts pretty simple - 
once you know the way 
I hrough you can play the com- 
pletc game in under half an 
hour; the monsters are too 




easy to defeat once you have 
got used to the system: and 
your party is far too powerful - 
you need only put the right 
guy at the front, heal him now 
and then, use just one of 
RalstlhVs spells occasionally, 
find the entrance to Sla-Mori 
and one secret door. Rest and 
Open as required, and pick up 
Wy mislay er. The rest of the 
characters, spells and com- 
mands are superfluous as are 
all the various artefacts. 
It Is a good system, and I am 
sure SSI could develop a far 
heller lota] game with It if l hey 
tried. Is there an audience out 
there that wants this sort of 
thing? Or are they just selling 
It on t he back of the DRA- 
GON LANC E logo? 



FACTS 



Title: DRAGONS OF 

FLAME 

Publisher: TSR/SSI - US Gold 
Price: £24,99 
Reviewer: John Swe^nev 



SIGHT & SOUND 



The graphics and animated 
fights or* excellent - shame 
they dors I put as much money 
into the gameplav 



GAMEPLAY 



Basically an arcade -style, 
scrolling beat-em up with a Ht- 
tiebitot mapping 



VERDICT 



Good fun to piay, but too easy 
to master and finish 



FACTS 



Title: 

Publisher 

Price: 
Reviewer: 



GHOSTS N 
GOBLINS 
Elite 
£19.99 

John Davison jnr 



SIGHT & SOUND 



The graphics are very colourful 
ana detailed and bear a very 
close resemblance to the 
arcade originat. The sound is 
good but could be better 



GAMEPLA Y 



Addictive end thoroughly In- 
mating! 



VERDICT 



It's not obvious why Elite re- 
leased this game, as it Is so 
simiiar to Ghouls n Ghosts 




GHOSTS K' GOBLINS 



Last Issue I reviewed 
Ghouls 'n Ghosts, 
which is actually the 
sequel to the gome I have be- 
fore me now. I think a big 
Thank You to Elite is in order 
for releasing the pair in re- 
verse order • good thinking 
lads! Nothing like doing things 
the wrong way round! 
Well, whafs different about 
(he the prequel' to Ghouls 'II 
Ghosts then? Basically not a 
great deal! Yet aftain t he game 
involves a 'classic fighting fan- 
tasy story" where you, the 
heroic Knight, must rescue 
the beautiful maiden from the 
demonic Overlord, Is this the 
same beautiful (but obviously 
careless!) maiden I hear you 
cry? Will the valiant Knight 



succeed? 
When ] reviewed 
the sequel to this 
game 1 was not 
entirely certain as 
to how similar the two really 
were. Now, having examined 
the two side by side, many of 
the differences may he seen as 
superficial and mainly cosme- 
tic The basic structures of the 
games are identical. You con- 
trol the Knight moving 
through the various land- 
scapes, viewing the proceed- 
ings from the side as you try 
to avoid the various demons 
and creatures. On your travels 
you will encounter varying 
ghoulish types of character 
from the zombies of the first 
level > through to demons, 
ghosts and strange plants 
which spit out blue and red 
spotty spheres (most odd). 
The graphics are again very 
close to the arcade original. 



although they are by no 
means as good as the graphics 
which grace Ghouls "n Ghosts. 
Likewise the same can be said 
for the sound effects and 
music - they're good, hut nol 
that good. 

In terms of payability Ghosts 
is both infuriating and addic- 
tive, it is Incredibly difficult to 
get to grips with on the first 
few attempts however once 
you have got used to being 
sent back to the begin nil it; \*i 
the level if you die (having first 
lost your armour so you have 
lo run around in your under- 
wear!), the varying challenges 
become increasingly enjoyable 
to tackle. 

The hardest part of reviewing 
this game was in avoiding re- 
peating myself from the last 
issue. The two games are very 
much alike and J cannot 
understand why both games 
should be released so close. 
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STARFLIGHT 



Starflighl is a space ex- 
ploration game of epic 
proportions, which 
allows you to explore the un- 
known reaches of the galaxy. 
It reminded me very much of a 
complex version of the old 
classic 'Star Trek" with a 
strong trading element added. 
Electronic Arts boast that the 
game sports a total of 800 
planets for the player to ex- 
plore in 270 different star sys- 
tems, where you can interact 
with 7 totally different Alien 
races. These range from the 
Insectlike Velox'. the bipedal 
photosynthetic Elowan' 
through to normal humanold 
and android type forms. 
'Hie objectives of the game, 
apart from those which you 
set for yourself, are firstly to 
gather as much information 
as you possibly can, and 
secondly to generate as much 
revenue as possible This 
allows you to maximize your 



efficiency by 
building an 
optimal space 
craft and crew. To 
create revenue 
throughout the galaxy you 
have a number of options 
available to you, from the sale 
of minerals mined from 
planets to the sale of life-forms 
and various artifacts. Piracy Is 
also a viable option, although 
It Is of course frowned upon by 
the powers that be! 
'Hie game will be very familiar 
in style to those of you who 
have had experience of the 
Star Trek' type games that 
were very popular many years 
ago, The game is quite a com- 
plicated strategy game, and 
given the opportunity M would 
be possible to play it for 
seriously extended sessions! 
It's controlled throughout 
using the mouse and a series 
of Icons and menu bars, mak 
ing It very simple to learn. 




In terms of presentation, it is 
considerably more Impressive 
I han 1 expected for a game of 
its type. The graphics are all 
very cleverly drawn and the 
use of colour is quite specta- 
cular In places, especially 
when viewing an alien being 
on the communications 
screen. Also, when landing. 
Ihc image of the planet rotat- 
ing majestically in its orbit is 
quite impressive. 
Overall Starflight could best 
be described as a very compli- 
cated game, which, if given 
enough time could be very 
addic tive. There is more than 
enough depth' to enable the 
player to become engrossed in 
the gameplay and it is a great 
challenge which will enthral 
lovers of strategy games. 



FACTS 



Title: STARFLIGHT 
Publisher; Electronic Arts 
Price: £24.99 
Reviewer: John Davison jnr 



SIGHT & SOUND 



The animated graphics am aH 
very impressive, especially the 
close up view at the various 
alien creatures you meet on 
your travels 



GAMEPLAY 



A serious strategy game which 
will undOuPtedly appeal to lov- 
ers of this genre 



VERDICT 



The development team set out 
to Create a universe on a disk, 
and t can honestiy say that 
they have successfully man- 
aged to do this. Very pleasing 



FACTS 



I itle: 5TRYX 

Publisher; Psyc lapse 

Price: £19.95 

Reviewer: John Davison jnr 



SIGHT & SOUND 



Graphics are colourful, Put fne 
gome characters are very 
smalt compared to typical 
Fsygnosis games. The sound is 
reasonable Put could be better 



MEPLAY 



Totally infuriating ta begin with, 
and His not at first obvious haw 
you should carry out your task 



VERDICT 



Very good. Not the best re- 
lease irorn Fsyclapse. but cer- 
tainly worth checking out 




STRYX 



Here's an example of a 
title which oozes 
quality and incorpo 
rates all sorts of graphic fea- 
tures which serve no purpose 
but for you to look at and 
think - Wow! Take for example 
disk one of this two disk set. It 
appears that the sole purpose 
of the first -]x»n up' disk is to 
display an incredible graphics 
show! 

Anyway - onto the game. The 
robots of the Dome Cities have 
turned against their masters 
and have grouped together as 
cyborg assassins with the ex- 
pressed Intention of ridding 
the galaxy of human life. Now 
I bet you can t guess what 
you've got to do, rati yonV Now 
it wouldn't by any chance just 



happen to be 'Go 
and sort it all out 
before It gets out 
of hand ', would 
it? 

You play the part of Slryx, ;i 
humanoid who Is described as 
being 4 a bit special', the pro- 
duct of 'Project Alpha Secure', 
the meanest fighting, smartest 
(hinking machine ever In- 
vented, half man half robot. 

Basically the game is a scroll- 
ing platform and ladders allair 
with some extra little twists. 
The main body of the game 
takes place in the four domed 
cities. Each dome Is linked to 
the central dome by the travel 
tubes" where you must trave- 
rse on a speeder bike in order 
to reach your destination, This 
particular section of the game 
is very much like a standard 
horizontally scrolling shoot 
em up in many ways> as your 
main objective, apart from 



reaching the end of the tube, 
is to destroy all of the enemies 
you encounter, 
within each dome is also an 
entrance to 'the Hive", a vast 
mining complex where energy 
crystals can be found. The 
Hive must be traversed using 
the mining craft, and as with 
the travel tubes, it is swarm 
Ing with hostile androids and 
other deadly creations. The 
graphics in all of the three 
garlic sections are very colour 
1 1 j I ;md are well up hi (he 
usual Psygnosis standard. 
Stryx is very difficult to gel 
used to and at times can be 
highly infuriating. There were 
many occasions when I 
genuinely believed I was get- 
ling somewhere when sudden 
ly I look a severe fall and died. 
The game is very complex and 
the few hundred words I have 
here is nowhere near enough 
to do it full justice. 
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Sixteen Bit Superdeals from the Sixteen Bit Specialists! 

CUSTOMERS PLEASE NOTE! When comparing prices remember ours include fast delivery by courier. 



520STE Power Pack 

£359.00 

toe. M7\-3r?tf rVexf Day Delivery 

Power Pack includes: 

* 520STE 51 2K Keyboard with Built-in 1 Megabyte disk drive and TV 
Modulator 

* 40-96 Colour Palette 

* 6 Channel digiial stereo sound 

* 4 Joystick Ports 

* Over £550 worth of games software, including OutRun. Gauntlet 2, 
R-Type, Space Harrier. Super HangOn and 16 more Top Games 

* Organiser Business Software including WORDPROCESSOR. 
SPREADSHEET and DATABASE 

* First BASIC and First Music Utility Software 

* FREE JOYSTICK AND FREE MOUSE MAT WORTH £4.95 

* All leads, manuals PLUS MOUSE and tree mams plug 1 



5205TFM DISCOVERY PACK 

£279.00 



NEW!: lanlaslic value tor money pack includes 

* 520 STFM 51 2K memory keyboard with buill m 1 megabyte double sided disk 
drive and TV modulator 

* Game Pack including OUTRUN. SPACF HARRIER. CARRIER COMMAND and 
BOMB JACK 

* UTILITY PROGRAMMES inc STOS GAME CREATOR, NLOCHROME painting 
package and FIRST BASIC programming language 

* ST tutorial programme and "DISCOVER YOUR ST beginners guide 10 the ST 
computer 

* PLUS MOUSE MOUSE MAT. MANUALS. ALL LEADS. METACQMGO BASIC 
AND MAINS PLUG! 



1 040STE BUSINESS PACK 

£449.00 

* Includes die new 1 megabyle 1 040STE keyboard plus over £200 worth ol 
business software including WORD UP wo^dprocessing software, featuring 
glossary and mail merge, K-Spread 3.0 spread sheet and SUFERBASE 
PERSONAL Daiabase software Also includes Meiacamco BASIC. Mouse Pad. 
all Leads. Manuals and Mouse 

* 1040STE keyboard without software £439.00 



MEGA 1 BUSINESS Pack 

€549.00 

Features: *M#-»«ri# 

* Separate Keyboard and System Unit 

* Inc. all sofiware supplied with 1040 5TE Business Park 

* Glitter chip in dialled for faster graphics 

Inc SM124 Mono Monitor... £626,00 



ACCESSORIES 



QuiCkshot II Turbo Joy&tick £9.95 

Competilic-n Pro 5000 Joystick £13.95 

Competition Pro with Autofire £14.95 

Konix Speedkmg Joystick £11.95 

Red Mouse Mai with Am ga logo ....£5.95 
Plain blue Mouse Mat £4.95 



Branded Memorex 3,5" DSDD Disks 

Bo* ot 10 , £13.95 

Memorex Disk Box 

For 40 3.5" Di&Ks. £a.95 

Amiga M2 Meg Expansion £119.95 

Control Centre Atari or Amiga .£44.95 



Contriver Amiga and ST Mouse wiin FRF F Ho<der ard Mouse Tad £20 95 



PRINTERS 

Star LC24-l0 24Pm incl. lead ST/Amiga £249.00 

Slar LC10 including interface lead lor ST, 1 Amiga £169 00 

Star LC1Q colour including interlace lead lor ST' Amiga £2 19. 00 

Citizen 120D including mtedace lead lor SPAmiga £139.00 

SEIKOSHA BO COLUMN PRINTERS - AMAZING PRICES 

Seikos-tia 9 pin NLO including interface lead lor ST/Amiga £139.00 

Seikosha 24 pin LO including interface lead lor ST; Amiga £239 00 



AMIGA A500 
BAT GAMES PACK 

£399.00 

Inc. VAT and Next Day Delivery 
DAT Games Pack includes: 



* Amiga A500 51 2K Keyboard with Buill-in 1 Megabyle dish drive 

* Frtie TV modulator worth £24.99 allowing you to use the Amiga wilh 
a normal TV. 

* DELUXE PAINT II GRAPHICS PACKAGE. 

* PHOTON PAINT II graphics package with animation worth £70,00, 

* FREE, only -just- released BATMAN - THE MOVIE games software. 

* NEW ZEALAND STORY arcade games software. 

* F 16- INTERCEPTOR - amazing 3D flight simulator software. 

* A further £230 worth ol Games Sofiware, including BUGGY BOY. 
MERCENARY, BARBARIAN, WIZBALL & six more games. 

* FREE JOYSTICK. MOUSE MAT AND 10 BLANK DISKS. 

* Amiga BASIC, Amiga EXTRAS 1 .3, Workbench 1 .3 PLUS the 
Amiga Step by Slep Tutorial 

* All leads, manuals PLUS MOUSE and mains plug! 



AMIGA 1 MEG 
BAT GAME PACK 

£529.00 

1 Meg Bat Games Pack includes: 

# Fitted 1 Megabyle Memory Expansion + Real Time CIock Card 

* Everything listed for the A500 Bal Game Pack 

★ DRAGON'S LAIR 1 MEG MEGAGAME! 
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AMIGA A500 
CLASS OF THE 1990 S 
BUSINESS + EDUCATIONAL PACK 

£549.00 



FEATURES: 

* Amiga A500 + TV Modulator 

* Midi Interface + Software 

* Kind Words II word processor 

* Page Setter DTP 

* Super Base Personal 
Database 



EXTERNAL DISK DRIVES 



Alan SF314 1 Megabyte 

Amiga A 1010 1 Megahyto 

Cumana 1 Megabyte Atan Or Amiga 

NFC 1 Megabyle Alan or Amiga 

Alarr Megalile 30 Hard Disk 

New! Commodore A59Q 20 meg hard disk 

A590 Hard Disk + Memory Upgrade mslalled 



£139.00 
.£109.00 
..£39.95 
..£79.95 
.£439.00 
.£369.00 
. Phone 



MONITORS 

Commodore Amiga A1 084 stereo Monitor inc lead 

Atari SC1224 Colour Monitor mc lead 

Atari SM124 Mono Monitor including lead 

Philips CM8933 stereo colour monitor inc. lead tor ST or Amiga 



£269 00 
.£259 00 
.£119.00 
£259.00 



# Maxiplgn 500 Sprtiadsheel 
+ Amiga Logo, BBC Emulator, 

Deluxe Paint II 

* Mouse mat, 10 blank disks 
and disk wgllel 



CREDIT CARD ORDER LINE « 0908 378008 (Mon - Sat 9am - 6pm) 
To order either call the orderiine above with your Credit Card details OR make a cheque or P.O. payable to: 
Digicom Computer Service i Ltd and send H with your order to 1h« IKMrett below, Ca liars are alto momt walcftvrt* at 1h« Jlddreti. ha I aw. 

DIGICOM 

Unit 36, Wharfside, Fanny Stratford, MILTON KEYNES, MK2 2AZ. 

Alipric&s iflclude VAT anc I delivery by courier 
Licensed Credit Brokers * Written quotations available on request APR 34.5% Variable. 
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ITALIA 1990 



A proper priced budget 
soccer ftamt, just In 
time for the World 
Cup! The packaging Is the 
standard CD case and in- 
cludes some excellent screen- 
shots on the back which are a 
lair representation of the qual- 
ity of picture inside. The game 
can be Joystick or keyboard 
controlled and even offers 
multiple player involvement, 
with up to two players con- 
trolling the players of une side 
or participating In training 
games. 

On first sight there appears to 
be quite a wealth of interest to 
be found within this incxpen 
sive game. The training game 
wherein the player controls 
very large sprites through a 
sort of Superstars contest with 
squat thrusts, push ups and 
other gymnastic tortures is 
well worth playing especially If 
you have a friend to compete 
with- Sadlv It does not bear 



any relation to the 
actual football 
game. The soccer 
game has well 
presented sprites 
and a well drawn pilch, con- 
trol is good with the ability to 
pitch the ball, pass, hit or kick 
thundering great overhead 
lobs. The computer tends to 
feel that the difficulty factor 
has little to do with player 
skill but more In how often 
micro controlled players can 
scythe cynically from behind 
and thus slow the games prog- 
ress with innumerable fouls. 
The first time 1 felt it repre 
sented a fair but not too diffl- 
cult opponent. It did riot have 
the skill of Kick-Oft" though 
control of players was perhaps 
better and the graphics cer- 
tainly were better. Qn the 
second game I found the fall- 
ing in the program and since 
then have never won by less 
than 4 -0. Unfortunately the 




computer allows the player to 
pick the ball up in his or her 
own half dribble it with the 
power kick ready and launch 
a long hard lob from well in- 
side your own half straight 
Into the opposing goal. This is 
fine for the first few games but 
as may be imagined, becomes 
somewhat less than enthrall- 
ing as time goes on. The com- 
puter does not pick this up 
and as such there is little 
challenge in the game. 
Overall the mechanics and 
graphics are excellent with 
acceptable spot effects. The 
second game Is not quite 
strong enough to stand on its 
own but does provide diver- 
sion from the predictability of 
the soccer game. 



SIGHT & SOUND 



Graphics ore- excellent well 
drawn and controlled, the 
$OUnd could be better although 
the loading rune is 



GAMEPLAY 



Once the long bait down the 
mkJdte into the net is found the 
game a very pedestrian, slight- 
iy mare challenge in the train- 
ing roam 



VERDICT 



There are marry better com - 
petitors about, not many a$ 
artistically successful but most 
have better gameptay - one far 



FACTS 



Title: RENAISSANCE 
Publisher: Impressions 
Price: £19.99 
Reviewer: John Davi&on jnr 



SIGHT & SOUND 



The contemporary versions 
have some superb graphics 
and sound mffecK whereas the 
classic' versions are faithful to 
the onojnpls 




GAMEPLAY 



AH are truly addictive, as would 
be expected from such classic 
games 



VERDICT 



Certainty worth checking out rf 
you want to get copies of some 
old ciasslcs 



RENAISSANCE 



Renaissance or "rebirth' 
is probably the best 
possible title for this 
collection of games from soft- 
ware house Impressions. What 
Renaissance offers is a set of 
four of the most famous 
arcade games ever created in 
both original classic" and 
modem 'contemporary' ver- 
sions. The four games are In- 
vaders ISpace Invaders). Rock- 
storm (Asteroids). Mcgupedc 
(Centipede), and Draxians (a 
version of Galaxlans). 
The 'classic' versions of the 
games use simple graphics 
and sound, emulating the ori- 
ginal arcade machines which 
everyone knows so well. The 
contemporary versions howev- 
er Incorporate some new mod 



mentions which 
bring the games 
more up to date. 
All four contem- 
porary versions 
have vastly improved graphics 
and sound and look consider 
ably more impressive than 
their classic counterparts. In 
all cases the graphics look 
more solid and are colour 
shaded to superb effect Poss- 
ibly the most effective contem- 
porary game is 'Rockstornt 
which is a beautiful develop- 
ment of Asteroids. The rocks 
are excellently drawn and the 
ships are minutely detailed to 
give a great 'modem 1 appear- 
ance to a game which is well 
over ten years old la lifetime In 
the world of com p liters! ) 
To describe the separate 
games would be pointless as, 
unless you've been living on 
another planet, you undoub- 
tedly have seen or Indeed own 



at least one variant on these 
games. They originate from 
the time when all games 
seemed new, exciting, and 
addictive, and it s easy to de- 
tect their influence in many of 
today's games, which often are 
merely very elaborate versions 
of them. 

In terms of play ability it Is 
difficult to beat these old clas- 
sics. There are no complicated 
and elaborate goals which you 
have to achieve, all that is 
necessary is that you shoot 
anything that moves with the 
intention of gaining a high 
score and saving the Earth 
from a fate worse than death 
at the hands of the alien Nas- 
ties! Also, the urge destroy 
more aliens each time was a 
gripping one, and once you'd 
started to play It was difficult 
to deny yourself Just one more 

g° 
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ST GAMES ...ST GAMES. 



PARIS-DAKAR 




This game presents an 
interesting concept in 
simulations - to follow 
the path and stages of the now 
infamous Paris - Dakar Kally 
in one of the remarkable off- 
mad vehicles. The game oilers 
the choice of three levels 
either basic vehicle, custom 
vehicle or race vehicle, The 
further from standard you 
chose the faster you can travel 
but the more likely you are to 
break down. Sadly from my 
point of view there was no op- 
tion to try the trail bikes 
which are hitting the motor- 
cycle market even though they 
are featured on the cover. 
The game Is packed in a stur- 
dy box showing accurate 
screenshols of the between 
stage stills and comes with a 
comprehensive manual. Alter 
overcoming the copy protec- 
tion following the advice of the 
book for first choice Is wise - 
lake the standard car and just 



try to finish. 
There are two 
types of stage, the 
race stage and the 
navigational 
stage. In the race stage there 
is a marked out road across; 
desert wastes (common out- 
side Paris!) which you can 
traverse or not according to 
ynur whim or skill with the 
mouse. The road is far from 
even and bone jarring jolts 
occur with frlghteningly real 
sound ellects. There is the op- 
tion to navigate by compass 
but sadly I found much in 
common with Maggie s little 
boy when trying this. The car 
is controlled by mouse or op- 
tional Joystick and these cars 
are all automatics so no gear 
shift is needed. The overland 
stage is similar to this but 
there is no marked route and 
it ts up to you to navigate from 
A to H as quickly as possible. 
As a reward for completing a 




FACTS 



Title: 

Publisher: 

Price; 

Reviewer: 



PARIS - DAKAR 
RALLY 
Tomohowk 
£24,99 

Damon Howarth 



stage a picture will appear 
representing your journey. 
The actual race stages are 
very well done and the control 
is very similar to that found In 
the Ferrari simulator, it is 
possible to race as in the nor- 
mal race track style of game 
and the various vehicles that 
appear are good replicas of the 
vehicles normally concerned. 
All the graphics flow smoothly 
with many whimsical touches 
about the game. I especially 
liked the tracks festooned with 
bits of broken car interming- 
led with the skulls of desert 
(■real 1 1 res. 

This is a game for the think- 
ing boy racer and I would re- 
commend it to anyone who 
fancies a different sort of race. 



SIGHT & SOUND 



The graphics and moving spe- 
cial $Cfe$n$ ore weH dons and 
the sounds vary from the fright- 
eriingly realistic to the adeav- 
atefy sampled 



GAMEPLAY 



The game works welt and 
achieves oft it sets out ta do, ft 
takes practice atftyovgh the 
basic ievel is very forgiving 



VERDICT 



Weli worth buying If you have 
any pretensions to simulation 
driving games, Remember 
though it is not Poie position 
and lake* some thought 




FACTS 



Title: CHAOS STRIKES 

BACK 

Publisher: FTL/Mirrorsoft 
Price: £24.99 
Reviewer: John Sweeney 



STRIKES BACK 



SIGHT & SOUND 



More wonderful graphics and 
animation- 



GAMEPLAY 



The mix of exploration, problem 
solving and high-speed. 
mouse-driven fighting, speii 
throwing, and dodging is 
superb 



VERDICT 



Highly addictive, it you liked 
Dungeon Master then buy it 
NOWI- 



More of the best 
Dungeons and Dra- 
gons style game evert 
Officially billed as Expansion 
Set # I for Dungeon Master, 
you don't actually need to 
have DM in order to play it! 
You do however need to have 
played enough of it in order to 
know how to cast all the 
spells! You can bring your old 
characters across from DM . or 
select from 24 brand new 
high-level characters. 
If you have not seen Dungeon 
Master and you are interested 
in D&D. RPG, Fantasy, or Just 
a superb game then see the 
reviews In issues 33 and 34 or 
beg. borrow or BUY a copy of 
it. You wont be disappointed. 
CSB is not for the beginner! It 



throws you 
straight in the 
deep end - In the 
dark, attacked by 
hordes of very 
nasty, giant, poisonous worms 
In a locked room! Gameplay is 
identical to DM but with new 
monsters, weapons, puzzles, 
traps, and ten new 32x32 
levels. There are basically 
eight separate paths (two for 
each class - Fighter, Ninja, 
Wizard, Priestl which weave 
across all the levels and only 
meet in a lew general areas. 
There are vast numbers of 
teleports and pits, some of 
which move you between the 
paths, And with some of the 
teleports being invisible it ts 
very easy to get lostt 
If you like this type of game I 
need say no more* so let's use 
this space for some hints: 
Prison: There are two secret 
doors. You can only open one 



cell - reboot if it won't open. 
Start: YOU are generating the 
worms by walking oil a certain 
square. Don't miss secret 
doors: east of first room; side 
passage from "Supplies ". 
Junction: The corridors from 
the junction have randomCr") / 
timedt?) teleports to identical 
corridors. Counting the start 
as level zero then you may be 
on -3 (the real junction) or - 1 
or -4! Very confuslngt 
Lost? Go down. All four paths 
meet at the bottom (level 5) 
through secret doors to a tele- 
port back to the junction. 
Special items; Some items 
(e.g. Dragon Armour) are dis- 
tributed randomly at the be- 
ginning of the game- 
Diabolical Demon Directors: 
You can I reach all paths Ini- 
tially. The NIC pit blocking the 
way to the Ninja route is the 
nastiest (controlled by eye on 
wall near Turquoise keyhole). 
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WAYNE GRETZKY 
HOCKEY 



The packaging Informed mc 
rhal this was the same com- 
pany who had produced my 
favourite American Football 
Simulation (Gridiron). 

I loaded the fiamc from the 
first of two disks while taking 
time to read the very compre- 
hensive manual, which ex- 
plained that the game was a 
one or two player strategy and 
arcade game. The copy protec- 
tion entailed identifying a 
player from a page in the 
book. Tills should not be so 
difficult except that the same 
pose with slightly different 
shadings is used and at times 
the procedure is rather like an 
LQ test! Having passed this 
test 1 entered into a game that 
offered me a bewildering selec- 
tion of menus and choices. 
Careful perusal of the book 
showed me what 1 wanted and 
I selected the play and coach" 
option. Tins meant that not 
only did 1 control onr pluycr 



with my mouse- 
but I also called 
substitute teams 
on to the ice and 
shuffled players 
round for various situations. 
The play was fast and furious 
and I found it necessary to 
select the slower option with 
the larger guide cursor. Your 
player follows a cursor around 
the screen, the distance from 
the player regulates speed and 
the direction is the point of 
aim of the skater. The graphic- 
al representation of this fast 
sport Is excellent, as are the 
penalty calls where the referee 
will make the appropriate 
hand signals and the call is 
signalled by words us well. 
Further into the game I was 
amazed to witness a fight |cru 
cial to so many ice hockey 
games!) in digitised video re- 
play. Indeed the back screen 
shows various replays and 
scoring fireworks, which all 




added a great deal to the 
atmosphere. The gameplay 
was excellent and as practice 
made me at least able to spot 
the puck I actually scored a 
goal- sadly the opposition did 
a lot better than thatl 
The icing on this particular 
all round simulation cake was 
the stats chart wherein every 
action Trom penalties suffered 
to goals scored is logged and 
thus monitoring your team Is 
a simple(V) matter of course. If 
you just like mouse wiggling 
then you can allow the com- 
puter to coach or you can 
coach as the computer plays 
or you can Just watch the 
computer play against itself. If 
you are an ice hockey fan or 
even just interested this game 
is well worth considering. 



WAYNE GRFTZKY 
HOCKEY 
Publisher: Belhesda Sottworkl 
Price: £24.99 
Reviewer: Damon Ho worth 



SIGHT & SOUND 



Noisy and' welt digitised, sprite 
handling is excellent and last, 
Spo t fx are apt and wets 
handled 



GAMEPLAY 



So good I tell tike I'd been 
playing tor mat Fast user 
friendly, and fun 



VERDICT 



Go on buy it, even the not so 
sporty should like it 




FACTS 



to PENGUIN 

Pu bl ish er : BWo re Soft wore 
Price Damon Howarth 
Reviewer: £19:95 




PENGUIN 



SIGHT & SOUND 



Very goad pictures, well ani- 
mated and a lively soundtrack 



GAMEPLAY 



inturioilngty funny t very tricky to 
ploy well and a good all round 



VERDICT 



This could have been a budget 
game judging from the pack- 
aging, bui it is innovative and 
a-eservm a looking ai by pros- 
pective buyers 



Penguin Is an interesting 
and slightly different 
sort of platform and 
ladders variant. The Ideals to 
guide between 1 and 4 pen- 
guins through various maze 
tracks by using the mouse to 
move obstacles or provide 
bridges and thus allow the 
birds to make it to the exit 
without Tailing into acid pools 
or being energy drained 
The sound is quite fitting 
being fairly jolly with occa- 
sional simulated penguin 
squeaks. The system of con- 
trol is quite novel and entails 
the player picking various 
icons up from the map to 
place in other locations in 
order to expedite the progress. 
Since the game moves fairly 



quickly any option 
above a one pen- 
guin control is a 
little frantic. The 
maps are quite 
complex and thus routing a 
way through becomes steadily 
harder. Since an icon may 
only be placed In a slut desig- 
ned for that particular object 
there is a great deal of 
peripheral vision needed to 
put the dangerous or hand 
(capping objects away from 
the route desired . 
Fortunately there are various 
methods to pause the game 
and the Penguins and this 
allows for breathing space. For 
masochists with the STE there 
Is an option to use the Blltter 
chip. Quite why anyone would 
want this to run faster is 
beyond me. It is quite hard 
enough! The game shows 
much loving care but a sur- 
prisingly low key approach to 



packaging. It comes in a wallet 
type of folder with a piece of 
yellow A4 for the instructions. 
EH this era of budget games 
the packaging does not justify 
the almost £20 price tag bul 
on the other hand the game as 
a whole Is well presented with 
very busy screens and useful 
menus. The game is fun and 
makes a change from Jumping 
and bouncing about ihc 
screen. The game Is well 
worth trying and shows It was 
created by someone with a 
sense of fun. 

There are apparently plans 
afool to bring more data disks 
out to expand trie perils of the 
penguins since the Instruc- 
tions advertise thelT Imminent 
arrival, however since I have 
had great difficulty making it 
past the third screen with one 
penguin that option would 
seem to appeal only to a dyed 
in the wool pengomanlac. 
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WARGAMES 



FIRE-BRIGADE 

THE BATTLES FOR KIEV 



Fire -Brigade Is a simulation of the 
vicious bat t lets) for Kiev in late 
1943. 'Ill is was a very intense and 
bloody fight on both sides, and, as in 
most (MHilliris n| this type (and cspeciall} 
eunilicls in Russia), success depends 
more on the logistical support of the 
attacking army than any other factor. 
The tirsl thing to strike you when you 
open Flre-tJrigade is the manual, which 
although based on the Mar desktop ver- 
sion is stiJ] easy to use and well laid -out. 
A tutorial scenario has been Li it 1 1 tided, 
a] id the authors have no hesitation in 
throwing you into (he fray as quickly as 
possible. Una scenario is not only an 
entertaining game in Itself, but also in- 
troduces the basic controls needed to 
master die game. Each icon is explained 
in a user- friendly and. thankfully, illus- 
trated way. Alter about an hour you will 
be able to go on to one of the more 
advanred scenarios, each of these lasting 
from three to eighi hours (according to 
the manual) or considerably longer (if 
you are Hke me!). 

You can gel an oven 1 lew of your main 
command centres (Korps/Army HQs) on 
the Strategic Map. but most of the act Inn 
takes place on the close-up Tactical map 
which displays all your units (about thir- 
ty each in the biggest scenario). This is a 
standard Gem window which you can 
scroll in the normal manner with the 
mouse and the scroll bars. The whole 
game Is mouse driven, either Issuing 
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Title: 


FIRE BRIGADE 


Publisher: 


Panther Games 


Price; 


£29.99 


Reviewer: 


John Sweeney 



commands [Pur 
sue. Attack. 
Assault. Hold. l)v 

fend. Delay, With- 
draw. Travel) via 
icons to your half 
a dozen or so HQs 
or working 
through menu 
windows to allo- 
cate support 
(ground. air. 
transport, supply, 
etc.) or reserves. 
It is very flexible. 
Vou can issue any 
commands in any 
order before telling it to run the Move/ 
Combat phases - which are delightfully 
swift! Then you can review lots of reports 
in any order. Fire- Brigade contains some 
excellent features, from the easy to 
understand battle reports [also showing 
how the historical battles fared at similar 
times) lo the 'Staff feature, which allows 
you as the General to concentrate on t he 
overall view of the conflict, not having to 
worry about minor details and logistic s, 
The further you advance, the more im- 
portant support is. and therefore it is 
vital lo keep an eye on the slate of your 
troops by way of the excellent OPS tunc 
lion provided. This function also show 
the level of your troops morale, another 
Important consideration. As I he batik 
commences, your troops (either the Rus- 
sians or I he Germans) are in good 
spirits, but a tier a time you will find 
units withdrawn automatically to re- 
group 'off- map' due to having been 
'chewed out so badly' as the manual 
subtly puts it. 

The entire approach of the game is 
similar lo having a human opponent 
around a games table with a couple 
ol beers, from the Initial expletive 
when you try tn load the game in 
Low Res, to the chatty feel of the 
manual itself- However, the game 
also provides a few annoyances. 
Some of l he icons are very similar to 
each other, not enough to cause dif 
ficully, but just enough to make you 
have to check each time you want lo 
issue an order to a unit. Units on the 
map appear very regimenled(l) in close 
proximity, as if laid out on grid liin - s. ;irul 
not in the kind ol confused muddle one 
would expect. The map itself (easily 
understood and well laid out) changes 
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during the game to reflect night-time and 
weather conditions, but some of the com- 
binations i ised make- i(s interpretation a 
little different. You can play on Colour or 
Mono systems, but if you have a Colour 
520 the map only uses two colours (bul 
is still perfectly playable). Single-sided 
drive owners will need someone lo copy 
the files on to two disks. 
Wargaming beginners beware-, you will 
be confronted by phrases such as "his- 
torical step-loss ratios" even in the Tuto- 
rial, bul don't worry - the manual is very 
comprehensive and If you persevere all 
will become clear! 

Computer wargaming is a line replace 
merit fnT (able -topping, needing Less 
space, no opponent and having save 
game options but still falls to capture the 
look of tank formations thundering 
across the Eastern Front. Fire-Brigade 
suffers a little from this lack of 'feel', but 
more than makes up for it in the resi of 
the game which is entertaining and more 
than capable of keeping you stuck In 
front of your ST for many a long hour. 

Many thanks to Roger Geirtsh for the 
bulk of this review and ihe many hours 
spent playing (lie game! 

• GAMEPLAY Well implemented, 
complex, comprehensive, simula- 
tion of the battle for Kiev, for one 
or two players on the same or 
linked computers 

m GRAPHICS - Utilitarian, but 
more Shan adequate for this sort 
of game 

# VERDICT - Very good value if 
you like sophisticated wargames 
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MUSIC 



WITH YOUR ATARI 



later. Unlike Dave s collection of programs, PSSED 
concentrates purely on the voice patc h editing and 
librarian functions. It was written by Bryan Kenner- 
Jey of Rhyl, Clwyd and is now available from Page 6 
as PSS Disk No. 2. The disk also contains compre- 
hensive documentation, which includes a description 
of what all those voice parameters actually do! Mar 
vcllous! 

On loading PSSED the first thing to strike you is its 
professional looking screen presentation, which uses 
a non-GEM custom windowing system. Bryan claims 
this makes for faster operation. There are eight win- 
dows In all. but these arc neatly titled together to give 
the screen an overall clean and uncluttered appear- 
ance. 



GRAPHICAL LEDS 



John S Davison's 
regular guide to 

ail the ways 
of making music 
on your favourite 
computer 
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Hi. everyone! Here we go with another Making 
Music column, and this one's rather special - 
for me anyway - as it's the one hundred I h 
article Fve written for Page 6 Publishing. They 
haven't all been published, of course, so J 
won't do any celebrating until the Editor actually puts 
one hundred into the magazine! Anyway, enough of that, 
let s get on to this issues topics. 



CHEAP AND GOOD 



Good MIDI software for the ST can be very expensive, 
with much ol il costing well over £100. It's therefore 
quite Something to find good quality MIDI music prog- 
rams for just £2.95, and that's exactly whal weVe got In 
the Page 6 PD Library. Two recent additions In particular 
<ilTtT excel! cm ilij.iIiIy and outstanding value for monev. 
these being the PSSED voice patch editor and the Cosh 
Sequencer. I Intended covering both of them this Issue, 
but the MIDI Music Show won the battle for the space, 
so I've left Cosh lor next I line. 

PSSED is a voice patch editor for the Yamaha PSS 
scries of home synthesiser keyboards [PSS EDitor, geri- 
dit?). and follows hard on the heels of Dave Gymer's 
programs, as discussed in the last issue. Incidentally. 
Dave has updated his patch editor - more about this 
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Three of the windows contain parameters for control] 
in^ the PSS's digital waveform generators, or oper- 
ators' as they Ye known. There are 36 parameters in 
total, and Ihese can be changed simply by clicking t he 
mouse on them. Sume of the paranielcrs arc toggles 
rather than values, and in this case the parameter has 
a red "Light Emitting Diode' style of indicator next to It, 
rather like those found on the PSS's front panel. Click- 
ing on the parameter toggles its value, 'on' being shown 
by a glowing LED alongside. 

Another Window contains the E3;mk Sclcrlor. ;i scries 
ol live mouse selectable buttons, each with an associ 
a ted LED. These correspond to the live voire bank 
selector pushbuttons on the PSS's front panel, and 
work In the same way. Clicking on a button selects the 
associated synthesiser memory bank, again indicated 
by a glowing LED. PSSED holds the voice parameters 
for the live banks In memory and select in n m hunk 
results in its parameters being insianilv displayed in 
the appropriate parameter windows, 
The MIDI Send /Receive window allows you to send the 
five edited voice banks to the PSS, or to request and 
receive its five banks from il. This also automatically 
switches the PSS to the voice bank currently selected 
on the screen, so you don't have to touch the I'SS's 
controls ;n ibis point. 

A click on the Library button brings up the Library 
screen. PSSKD ;illims up m limr patc h libraries fa be 
loaded and handled at any one time. A library is a set 
of 100 named voice patches, and two are supplied with 
PSSED. One contains the 100 preset voices perma- 
nently programmed into the PSS s ROM. while the 
other contains 13 examples of voices produced with 
PSSED, plus 77 spare slots you can use lor your own 
patches. You can also have up to two more libraries 
(another 200 voice slots) to All up as required. Any 
library can be saved to disk or reloaded using the 
program's custom file selector, so Its overall capacity 
for voice patches is essentially Infinite! 
There is one snag. Although I had absolutely no 
trouble running PSSED on my faithful old 520STM I ve 
beard that there have been problems using It on newer 
versions of the ST, and not just the STE either. The 
author is now aware of these and hopefully by the time 
you read this he'll have produced a version that runs 
reliably on all STs. If in doubt call Page 6 to check it 
out before you order a copy. 

In my opinion PSSED is a piece of quality software, 
and is a pleasure to use. Once more we have to thank 
the author for releasing it into the public domain - 
especially as 1 believe this one would make the grade 
as a commercial product! Thanks Bryan - we're all in 
your debt? 




THE MIDI MUSIC SHOW 



Hie very first show dedicated to all things MIDI took 
place on 7-8 April at the Novotel. Hammersmith. London, 
I went along to cheek it out on behalf of Page 6. and to 
find things that might excite all you MIDImaniacs out 
there. 

The show attracted 44 exhibitors, far fewer than most 
computer shown, but then this is a rather mure special- 
ised even I. They were mainly small companies, in fad 
virtually all of the big instrument manufacturers stayed 
away - no Yamaha, Roland. Casio > KawaK Korg. etc, The 
exception w,\s Knsoniq. who nol only had a stand, bul 
also sponsored many of the seminars which ran ihrough- 
out the two days. Unlike computer shows there were 
virtually no 'box shifters" present, and only a couple of 
stands selling cheap disks and accessories. There were 
still bargains to l>e had though* for instance one stand 
was selling Steinberg's Pro- 24 sequencer for Just £1 10 
and many were offering special show prices' on their 
wares. 

My initial impression was that then- wasn't much to see. 
bi]( I was still there six hours later when the show closed, 
having had a thoroughly enjoyable time! I've highlighted a 
few things that caught my attention below and have in- 
cluded phiHir iHimhrrs in rase you want to get more 
Information. 

One of the first things to emerge from the general 
cacophony of the exhibition hall was the glorious sound of 
a Bach Brandenburg Concerto emanating from the Digital 
Music Archives stand (phone 01-624-8774). DMA was set 
up by Richard Gonskl and Francis Monkman {of Sky 
fame), and is dedicated to producing sequenced versions 
of classical masterpieces. They sell sequencer data disks 
in all the major sequencer formal s. allowing you to pro- 
duce your own unique versions by changing the voices, 
etc., lo your own tastes. The disks cosl £19.95 each and 
sound magnificent! 

Qu In soft (phone 0737-243066) is another small company 
that caught my eye. Main products to date are a couple of 
voire patch librarians for Yamaha KB01 and advaneed 4 
uperator syolhs (TXK1Z. YS 100/200, etc.). These come 
rompleie with 480 and r>12 voice patches respectively, 
and seem to offer astounding value for money at just 
£24-95 each. They're moving upmarket though, and their 
latest offering is a complete suite of programs designed to 
help wilh running a recording studio. Their next project is 
MIDI Magician, a generic editor and librarian. This is 
designed to handle any make of synthesiser and can also 
cope wiih things like programmable reverb units such as 
those made by lexicon . This will be out by year end and is 
like ly lo cost around £150- 



THE SAMPLING CRAZE 



The current craze for using your ST as a sampler is slill 
In full swing. Microdeal (phone 0726-68020) were showing 
Quartet, an exciting four voice sample sequencer now 
available for £49,95, This allows you to load up to 20 
dilferent samples into the ST and then play back musical 
sequences recorded in step time or in real time from your 
MIDI keyboard - using up to four different samples simul- 
taneously! If none of the 100 samples provided meet your 
requirements you can record your own using Mierodeal's 
Replay 4 sound digitiscr cartridge (available separately at 
£79.95). Microdeal have lots of exciting new sampler pro- 
ducts coming soon too. Watch out for Quartet Slereo, 
Stereo Master Sampler. Playback Stereo, and Replay 



Stereo, which seems to Indicate the nexi craze will be 
stereo sampling! 

For serious sampling Audio Visual Research (phone 
0582-457348) were showing I heir new Pro-Series 12 sam- 
pler package. At £245 a time we re talking serious money 
here too! It consists of a 12-blt high quality sampler 
cartridge; an editor for manipulating the samples you 
record; Drumbeat', a lull feature drum machine program; 
and "MIDIplay', which allows you lo play back samples 
directly from your MIDI keyboard. If this is beyond your 
means you could consider their Replay Professional pack- 
age, which offers similar (bul lower quality?) functions for 
£129.95. 

Mosi unusual product on display was MIDI Metro, a MIDI 
driven digital metronome from Q- Logic (phone 
0796-2001)! This Is a standard 19 inch rack mounting 
unit with 8 lights arranged In a broad arc across its front 
panel. These flash on and off sequentially and in time with 
MIDI clock pulses, visually emulating the sweep of a 
conductor's baton. It's great for anyone trying to play 
along live with other sequenced musir tracks, but at £299 
it's probably of more interest to professional musicians. 

Finally, a word about the seminars, I attended Iwoof 
these one on synthesisers and one on sampling and 
found them both fascinating. They were given by two 
experienced professionals who obviously knew what they 
doing with Ihe Eraoniq VFX and EPS instruments used 
for the demonstrations. They also provided a welcome 
break from the noise and bustle of the main show. 

Overall, I found the show enjoyable. II wasn't as crowded 
as computer shows usually arc. bul was well enough 
supported lor the organisers to want to run another one in 
the Aulumu. Walrh lot ihe announcement . 



SNIPPETS 



.... As mentioned earlier, Dave Gymer has updated his 
patch editor to Include more facilities, It can now upload 
the set of live patch memories directly from the PSS. or 
import those uploaded with the System Exclusive Libra- 
rian utility. It can also split the sel up inlo five individual 
patches and save any or all of I hem lo disk. You can also 
copy or exchange voice patches within the five banks to 
position them exactly where you want iheni. These im- 
provements are well worth having, and the PSS Disk now 
includes the new version. Call Page 6 to find oul how to 
get your old version updated. 

If you're about to buy a more upmarket sequencer ior 
your ST make doubly sure you check out Ihe Steinberg 
products. They've just slashed their prices from i^tHJi to 
£.150 for the legendary Pro -24 package, and from £1129 to 
£75 for Twelve. You II probably pick them up even cheaper 
if you shop around. 

Lower still in price is I^iclbroke's MIDIStudio se- 
quencer, which has just been reduced iu«n £99.99 10 
£49.99. Lad broke have also just introduced MIDlStudLo 
Master, an uprated version of MIDIStudio with over 30 
new features and costing £129.99. 
.... On the MIDI hardware front ihere are still some 
excellenl Casio synthesiser keyboard and expander mod- 
ule bargains around. Also a few from Yamaha and Kawat 
from individual dealers. Check the music store adverts in 
the monthly music technology magazines for details. 

That's it for this time. See you next issue with details of 
the Cosh Sequencer and (hopefully f) details of a brand 
new ['age (> audio cassellc whirh ilcmmisirates some oi 
the fantastic sounds you can make via MIDI with your 
Atari 8- hi I and ST computers. • 
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ADVENTURE 



FUTURE WARS 



M 



Hailed as a hi-tech animated 
adventure from France, this 
'cinematlquc' creation by one 
Paul Cuisset has been busy scooping up 
awards for Its completely innovative 
approach and implementation of the 
Computer adventure game as we know it. 
True, it Is a joy to play and the pu^lcs 
are varied and many, yet playing this one 
with an ordinary television ael hooked up 
to your ST can be a real strain on I he 
eyes' This is because the vast majority of 
the more complex puzzles are graphically 
presented on-screen within an area 
about the same size as a cigarette pack- 
et. I found thai searching this area with 
the cursor for a specific point was parti 
eularly difficult and very much a hit- 
and-miss affair - taut you do come to 
lenns with it eveniuallv. 
Conversely, the remaining 'full-screen 
graphics as you move ahnul an area arc 
very pleasing on the eye yet. here again, 
you have to be very precise wllh the 
mouse-controlled character . h would be 
very easy lo compare Future Wars with 
other games from Lucaslilms or Sierra 
On-Line but this really is a unique varia- 
tion on the 'animalrd-adventure' theme. 
Heading the game doeu mentation you 
leam that Earth is secretly under attack 
from a rare of time- travelling aliens 
known as Crughons and that they plan 
to sabotage our Sl>l type defences BE- 
FORE they are built! You are Hie reluc- 
tant hero whose task is (you guessed it!!| 
lo save the World. 

As (he game begins, you nre. a humble 
window cleaner situated outside the 
upper reaches of a glass dominated sky- 
scraper. Tilings begin to get Interesting 
when you enler Ihe interior of this build- 
ing and once you've managed to dodge 
your boss and figure out the way bevtmd 
the first office then I he game really hots 
up. 

Your character is moved by clicking on 
the screen at a point that you wish him 
to approach, all hough this can be a little 
frustrating when you re in a hurry, The 
wimple command menus are quick and 



Title: FUTURE WARS:TIME 

TRAVELLERS 
Publisher: Palace/ Delphi ne 
Price: £24,95 
Reviewer: John R. Barns Icy 



easy to mauipu 
late as are SAVE 
and RESTORE fe- 
atures. I recom- 
mend a thorough 
exploration of all 
the options before 
settling down and 
attempting to 
solve this adven- 
ture, as your 
vocabulary' is 
very limited to say 
the least. The 'OP- 
ERATE' and USE' 
functions, for in- 
stance< will vary 
considerably according to the circumst- 
ances and will invoke SHAKE. THROW. 
OPEN. CLOSE and many more but It is 
easier than fumbling around the 
keyboard for the correct combination of 
word's io input. This is, perhaps, jusl as 
well as several English words are mis- 
spelt or their meanings have changed 
during the translation! 
There are many situations where timing 
is crilical and [ found myself having to 
SAVE on nearly every screen before dar- 
ing to progress further or explore Ihe 
current options. 

As with other games of this genre, there 
are a number of seqiienres within the 
game that come under program control, 
allowing (or causing?) the player to just 
sit back and watch the action or read 
screens of text 

Tlie copy protection method is reputed 
by the author to be the near perfect solu 
tion I o deter software piracy; the placing 
of a transparent gridded template over a 
coloured picture from the manual and 
Clicking on the correct co-ordinate when 
prompted by the program. This is some- 
times more difficult than It at first 
appears as some areas are very similar in 
detail If not colour and Ihe program will 
unmercifully "bomb -out' if you get ii 
wrong causing a complete re load from 
scratch!! 

Minor criticisms apart. Future Wars is 
technically and graphically very well ex- 
ecuted - although a colour MONITOR is 
highly recommended!! The program 
appears to be bug -free and runs like a 
dream, approaching the einematique' ex- 
perience intended by its author. 1 under 
stand that Future Wars has taken about 
three years to come to fruition and I don't 
i Ji mbc it jor a moment '. 




GET A GOOD START!! 



• EXAMINE the scat! aiding end OPERATE 
the red button. 

m TAKE the bucket and OPERA TE the win- 
dow that your Boss used. 

• Enter the room, TAKE the red plastic bag 
from th* Wffte waste paper basket on the 
tower left. 

• EXAMINE the bottom right-hand comer of 
the carpet here snd take the KEY. 

• Enter the Bathroom, OPEN the cupboard 
and TAKE the Insectlclde- 

• USE lb* BUCKET at the Sink, OPEN the 
toiiai door and take the tittle Hog -its that 
red dot in the centra of the door opening! 

• USE the full bucket over your Boss's doer 
and OPERATE the door on the right. 

• Enter the room, CLOSE the door, EX- 
AMINE the desk, OPEN the drawer and 
TAKE the paper, 

• OPEN the middle cupboard on the north 
wall, EXAMINE the typewriter and note the 
code numbers. 

tAflfljjjyt rne watt map ana carefully move 
the cursor around the inset map to locate a 
tittle hole, then USE fiag in small hole. 

• Enter the secrel passage which now 
opens, examine the bo* and key in the code 
- QUICKLY before the celiing crushes yout! 

• Enter the obscure door which now opens, 
OPERATE the green button on the photo- 
copier, put the paper In the slot, OPERATE 
the red button then quickly enter the centre 
of the white circle to teieport to the new time 
zonal! 
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APPLICATIONS 



SUPER CARD INDEX 



Super Card Index (SCI) 
Is a development of a 
neat little database 
program called B,Base 2 pro- 
duced two years ago by 
B.Warc. Like its predecessor 
SCI la intended to be easy to 
use (like a card index system), 
fast, reliable and inexpensive. 
It Incorporates a number of 
Improvements requested by 
B.Base 2 users, and has gen- 
erally been uprated to make it 
more prolcssional'. 
It's supplied cm a si utile aided 
disk with a 32 page indexed 
Instruction manual. The disk 
contains the program itself, a 
conversion utility that lets you convert 
data between H.Base 2 and SCI formats 
and bark again (and also to ASCII format 
so you can load the data into your weird 
processor!, plus a number of sample 
databases for you to play with. One of 
these is more than Just a sample though, 
it's a complete set of British Telecom STD 
codes and exchange names, allowing you 
to search on either the code or the ex- 
change. Very useful. 
Although it's designed to be very simple 
it has enough functions to make It suit- 
able fur many home and small business 
applications, such as cataloguing collec- 
tions of books, software, CD's or for 
maintaining name and address records, 
and similar tasks. As With B.Base 2. 
B. Bytes have faith in their own product 
and use SCI to hold all their customer 
data, and they claim it has performed 
faultlessly, basic facilities include crea- 
tion of a new database, adding records, 
filtering (searching) for records, and up- 
dating, editing, deleting, and printing 
them. 

Like B.Base 2, SCI uses free formal 
records, so there's no worrying about re- 
cord structures, fields, or data types. En- 
tering data is simply a case of keying tn 
whatever you want, with up to 78 char- 
acters per line, and up Jo ] 6000 lines or 
320O0 characters per record. Maximum 
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'very easy to use, 
fast in operation, 
surprisingly 
flexible, and it 
behaved perfectly' 



size of database Ls 32767 records. 
To help you enter your data you can 
assign often used character strings to 
funriion keys, and input them with a 
single press of the appropriate key - 
potentially a big Hmesaver, The function 
key settings are saved to disk along wilh 
your database, and you can also import 
them from one database into another 
very easily. 

Free format records do have their limita- 
tions. As there are no fields as such, you 
can't perforin arithmetic on them or pro- 
duce detailed customised report layouts, 
and this might restrict SCls use In a 
business environment. On the plus side, 
this approarh does let you merge several 
dissimilar databases into one larger data- 
base very easily. One big improvement 
SCI has over B.Base 2 is that you can 
have as many databases on a disk as you 
wish - B.Base 2 was restricted to only 
one. 

The database is held in ascending alpha 
numeric sequence in memory, so you're 
ultimately limited by your machine's 
memory- size. However, for most horn* 
and many small business applications 



51 2K is perfectly adequate. If 
not. you could always upgrade 
your STs memory. The advan 
tage of a memory resident 
database Is its speed, and SCI 
certainly has plenty of that. 
You can find records by 
manually searching through 
them Individually, or by spe- 
cifying a series of search crite- 
ria, a process referred to as 
"filtering", Up to four different 
filters may be set up. each 
consisting of a character 
siring of up to 30 characters 
plus an AND or NOT operator. 
Tills allows you to find records 
NOT containing the specified 
characters as well as the more usual way 
of working. There's also a case sensitivity 
switch, permitting you to Ignore or take 
account of capital letters as required. 
The filtering process Is likely to result in 
a subset of records which match the spe- 
cified criteria, You can then quickly step 
forwards and backwards through them 
using the cursor keys. At this point you 
can also copy, delete, edit, add, or print 
selected records, or return to the filter 
screen for further filtering. You can also 
ask for statistics, which tell you how 
many records are in the database, how 
many filtered records you have plus the 
percentage of the total they represent, 
and the amount of free memory and free 
disk remaining. 

The report printing facility provided isn't 
very comprehensive owing to the lack of 
individual data fields as mentioned ear- 
lier. However, you can control the overall 
appearance of the reports in terms of 
numbers of lines per page, characters per 
line, spacing between records, and which 
subset of lines in each record you want 
to print. This last item allows you to print 
out just the name and address lines in a 
customer record, for instance. 
Overall, I found this an excellent prog- 
ram. It s very easy to use, fast in opera- 
tion, surprisingly flexible, and it behaved 
perfectly during the review period. It's 
Just the sori of program you need for 
quickly setting up all those little cata- 
logue files you always promised you'd do 
on your computer but never got round to. 
It's one ol those indispensable "useful - 
programs that should be in everyone's 
collection and offers great value for 
monev. Buv it . 
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ACCESSORIES 
■THERE JUST 
WHEN YOU 
NEED THEM 



H~~ ave you ever wished you could 
toggle between your word pro- 
cessor and a fiame at a el Irk 
m[ Hie mouse buUon. or cursed at 
the absence of format and copy 
options In your spreadsheet? 1 low 
may times have you had to re- boot 
arid search for a simple program 
10 prim a directory or install a 
RAM disk? Wouldn't il be nice If 
all these utilities were already sit- 
ting within the application? Well, 
of course, if (he software you are 
using has access to GEM then 
there is a simple sol in ion. in 1 1n- 
form of the wonderfully versatile 
desktop accessory. Although a few 
commercial packages have been, 
and are being, released, the vast 
majority of desktop accessories are avail- 
able in the Public Domain or as Share- 
ware. This month I've been examining a 
number of accessories from the ever -ex 
pending PAGE 6 library, and on earl lied a 
surprising variety of goodies. 



dated version. Il can he obtained by post 
ing your 'UK [.anionic Disk' m Silica 
Shop s technical helpline at P.O.Box 200. 
Dartford, Kent, DA 14 4DZ. 

A LOT OF CLOCKS 

One aspect of the Control Panel that's 
been extensively bettered in the Public 
Domain is Ihe built in time keeping nine 
tion. A variety of clocks may be found in 
the DESK ACCESSORIES 1 collection, 
including analogue dials that can be 
sized to Al Ihe available space, and a 
much smaller digital watch' that also In- 
corporates the dale, The only slight 
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STE CONTROL PANEL 

First of alK a note concerning an acces- 
sory that everyone should already have - 
the Control Panel. Atari's offering to conf 
igure your system has undergone a num- 
ber of changes since the original release, 
culminating in a 4096 c olour revision for 
the new STE. Unfortunately. Atari (true 
to form! tailed in complete this in time for 
Ihe release cil i In- enhanced machines, 
with the resuli thai many were supplied 
with an older, incompatible Control 
Panel. If yon own an STE and can't find 
sixteen posi lions cm the colour sliders ol 
your panel, you need to acquire the up- 



Alam\ calls while you ieork. r 

drawback Is that these require you to use 
the Control Panel for adjusmicnis. DESK 
ACCESSORIES 2 lea tu res a much more 
sophisticated utility which optionally 
llM -s ; i distal dock lulu the right-hand 
corner of the screen on boot-up. You can 
subsequently modify both time and dale, 
choose 12 or 24 hour formats, toggle the 
display on and off and also set up to four 
alarms! Once a specified lime is reached, 
a pre-defined message is writ l en to the 
screen and chimes sounded while the 
program waits for you to click an ack 
nmvledgenicnt. Sellings can be saved to 
disk, so if you have a battery powered 
clock card this could prove very useful 
indeed. Also on this disk is a neat ana 
logue clock and perpetual calendar that 
can be initiated and adjusted without 
any keyboard input. If, like me. you're 
prone to forgetting to set your clock 
altogether, the DC CLOCK accessory In 
DESKTOP UTILITIES could provide a 
useful reminder. Once installed, the 



accessory will prompt you lor the correct 
Lime and date when you perform a cold 
hoot. Subsequently clicking on the act cs 
sory will loggle on and off a compact 
digital display. 

DISK MAINTENANCE 

Many commercial packages are equip 
ped with a less than adequate range of 
disk maintenance tools - this is reflected 
in the large number ol accessories Inten- 
ded to relieve such deficiencies. For a 
grand selection of DOS commands, check 
out MINIDOS found on DESK ACCES- 
SORIES 3 This comprises no fewer lhan 
rim thirteen functions including less- 
common options to compare tiles, 
examine disks, print directories 
and recover deleted files tcome on. 
admit you've needed it too!). DISK 
UTILITIES 3 [tilers three useful 
accessories I hat will complement 
just about any application PRI- 
VATE EYE is li small program that 
provides an instant report on the 
status of your system. Hie para- 
meters displayed Include mouse 
click speed, drive seek rate and 
memory statistics. FORMAT lives 
up to its unimaginative name hut 
at an astonishingly speedy pace. It 
can tni rnal a double sided disk in 
a mere 18 secondsl Rounding off the trio. 
FORMAT PLUS is a straight lorward for- 
matter, conspicuous by its ease of use. 
There s a whole lot more on the disk 
besides these accessories, of course. 

THE FAMOUS DC 
ACCESSORIES 

Pmbablv die mosl impressive formatting 
utility on Ihe ST is the brilliant DC FOR- 
MATTER, offered as Shareware by the 
famous Double Click Software. The 
accessory version included In CLASSIC 
UTILITIES doesn't include the copy 
functions of ihe rull-blown program 
(which you'll also find on this disk) but 
can perform a wide variety of formats 
Willi 0 "i- 10 seclors across 80 tu H'i 
tracks, last or normal reads and MS- 
DOS, Magic Sac or executable bootsee- 
tors On the same disk you will find the 
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INTERSECT RAM BABY, an excellent 
accessory lor installing liAVI disks and 
print spoolers. Rambaby presents op- 
tions to specify the size and drive ol the 
RAM disk required, and then writes an 
AUTO file to save the chosen configura- 
tion. If you're the lucky owner of a hard 
disk system, HDUTIL on the ACCES- 
SORIES & UTILITIES disk rem Id be 
almost essential. As well as displaying 
general information about your hard 
i.li-vk. il ;j]]mvs van l.o search through 
directories for a specified file. There's 
another ulility of interest to hard disk 
users in the QUICK & MYSTIC compila- 
tion a small program run from the 
AUTO folder that allows you to load 
accessories out of an Aces" folder, rather 
than the root - a much tidier solution. 
Here you'll also find the eponymous Mys 
lie Formatter whose purpose is to format 
disks in the background while you con- 
tinue with other work. If time's at a pre- 
mium, this could be an invaluable asset, 

GAMES AS WELL! 

Not all accessories are serious,,. Jf you're 
a fan of REVERSI (or Othello] then grab 
a copy of DESK ACCESSORIES 2 for an 
excellent translation of the classic game, 
"Ine computer plays an intelligent mairh 
and you may soon find yourself loading 
up (he accessory disk simply to play the 
game! This is definitely one of my 
favourites, although ihe super version ol 
BREAKOUT on DESK ACCESSORIES 1 
ranks a very close second! - yet another 
great game that will keep you occupied 
for hours If you're not extremely careful! 
Elsewhere, there are a number of Tun" 
accessories which you are unlikely to 
want to install on your regular disks but 
can be entertaining, if nol somewhat 
alarming, to experience - a 'melting' de- 
sktop on the ACCESSORIES & UTILI- 
TIES disk, for example! 

WHY ONLY SIX 
AT A TIME? 

One of the drawbacks of accessories is 
the number you can fit onto your de- 
sktop. The official limit of six accessories 
can be rather frustrating given the e nor 
mous variety to choose from! Fortunate- 
ly, there are a number of ways to circum- 
vent the restriction. ACCESSORY LOAD- 
ER is a clever program that enables you 
to store as many accessories as you like 
on a single disk. When you boot up. you 
are presented with a menu from which 
you can select the six you wani to use. 
The program then automatically renames 
chosen accessories with an ACC exten- 
der and unselerted ones with an "ACX 1 
extender. You'll find Accessory Loader on 
DESK ACCESSORIES 2 But what If you 
need more than sue accessories simul- 
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Douhle f.'iirk" Sqftii'are 
have built an excellent 
reputation for top quality 
shareware programs. DC 
FORMAT is just one oj tite 
range of DC accessories 
and utilities available in 
the public domain 



taneously? If you have suffi- 
cient memory. DC STUFFER 
Is the program you need. 
This Is an excellent utility 
that allows you to place up to 
thirty-two accessories into a 
separate folder called "Stuf- 
fer". DC Staffer sits in Un- 
root as a normal accessory, 
but selecting it provides ac- 
cess to the contents of the 
'Stuffier* folder via a secon- 
dary' menu. DC Si offer is one 
of several ingenious accessor* 
ics on I ho DESKTOP UTILI 
TIES disk, If uieniory is li- 
milt'd you illicit I consider one of several 
accessories that combine various func- 
tions into one. Also on this disk, for inst- 
ance, there's a superb "shareware' pack 
age combining a clock, calculator, phone 
book and memo pad with facilities for 
copying disks and displaying free RAM. 

THE 

ULTIMATE SOLUTION 

Von may have thought ii would boa 
good idea if the best desktop accessories 
were all gathered together and released 
as a single compilation - well, new to the 
library this issue Is the appropriately 
named ULTIMATE DESKTOP ACCES- 
SORY COLLECTION containing over 40 
Individual accessories with 2 1 pages of 
documentation on a packed set of two 
disks! Amongst an exciting jumble of 
goodies including many of those already 
mentioned in this article - there is a 
sophisticated calculator capable of- 




Ttme for games • but mind you don't get hooked! 

handling just about any mathematical 
function you arc ever likely to need, a 
Command Line Interpreter for MS DOS 
and CP/M enthusiasts, a super mini-text 
editor and a replacement lor the Control 
Panel Incorporating almost every option 
you could think of- A splendid mixture! 

REMEMBER SOME 
ARE SHAREWARE 

Out of space already! If you would like to 
suggest a topic for a future PD World, fee! 
free lo drop me a linet To obtain the disks 
mentioned in this article, please check 
the box below - bear in mind that Ihese 
contain many more programs than the 
selected few I've described, Some prog- 
rams are Shareware which means that 
the author would like you to forward a 
donation if you find his software useful 
doing so may ensure that there will be 
many more terrific programs like these 
written in years to come. Bye for now! 



HOW TO GET THEM 



Alt of the disks referred to in this article me available from the PAGE 6 PD library, Each has 
a unique reference number which you should use when ordering or enquiring about Wis 
software. Please contact PAGE 0 if you don't have a copy of their Accessory Shop leaflets 
and Check the system requirements for each dish. The disks mentioned in this article are: 



ST1Q - DESK ACCESSORIES 1 
$T40 - DESK ACCESSORIES 2 
$T70- Dl$k UTILITIES 2 
STSO ■ DESK ACCESSORIES 3 
ST93 ■ ACCESSORIES A UTILITIES 
ST132- DESKTOP UTILITIES 



ST181 ■ CLASSIC UTILITIES 
ST 1 82- QUICK & MYSTIC 
ST270 - ULTIMATE DESKTOP 

A CCESSOR Y COL L ECTfON 1 
ST271 - ULTIMATE DESKTOP 

A CCESSOR Y COL L ECTION 2 



Prices for standard disks are £2,95 each or £2.50 each for 10 ot more 
Write to PAGE & P.O.Box 54, Stafford STI8 I DR. 
Telephone 0785 213928 or FAX 0785 54355 with credit card orders 
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In the early days of Lhe ST a cheap 
game was one which would cost 
about .fclimri and possibly had 
graphics and programming content that 
would embarrass most Spectrum users. 
There was always the cry that 16 bit 
games were far too pricey and as such 
mean I many owners became very poor or 
lacked the large stable of games that 
their 8-bit counterparts amassed. The 
publishers answer to this was that 3.5 
disks were very expensive and there Just 
was not the user base to allow for econo- 
mies of scale. With the rapid expansion 
of 3.5" PCs and the 16-blt. the economics 
of scale can now apply and publishers 
now see the benefits of low price games. 
The budget labels have arrived. 

Budget price Ls a variable amount but 
generally means under ten pounds and 
quite i>hr':i means helnu- five pounds So 
what sort of software do we receive In 
this bargain basement? There are gener- 
ally two types that appear. Firstly there 
are the specially commissioned labels of 
the large companies such as Smash 16 
and CodeMasters which normally bring 
out older games as much cheaper re- 
releases, or slightly disguised 8 -bit con- 
versions and then there are the small, 
'cottage industries' which produce li- 
mited runs on low budgets with often 
some quite good games. 
Several budget games have found their 
way into my machine this time around 
and I have been most impressed with the 
majority of them. In this short scout 
around I shall group the games under 
their playing types rather than com- 
panies or types. The first that struck me 
Were the Commando shoot "em clones, 
TNT COMBAT MISSION. 1KAR1 WAR- 
RIORS and SAS COMBAT SIMULATOR. 
Obviously two of these arc re- releases 
with Ikari Warriors having been a big hit 
earlier. SAS is a new game by code mas- 
ters and has large sprites and good loud 
music and surprisingly smooth sprites, il 
shares ihc common objective with the 
other two of gelling your soldier [or sol 
diers if two play! through the jungle 
liambo style. This game compares well 
with Ikarl Warriors (ENCORE software! 
which sets the standard for these as the 
best presented, most colourful, and poss- 
ibly one of the best of the genre I have 
encountered with its very large and 



friendly arcade conver- 
sion figures and the 
touches ofcartoonlfke 
humour encountered 
within it. Both of these 
games represent the 
value for money side of 
the market but. unfor- 
tunately. TNT Combat 
Mission (SMASH 16| 
comes a poor third 
when compared to 
these. Originally re- 
leased as TNT it does 
not feature the friendly 
controls or the large 
sprite effects. Indeed il 
is something of a 
warning with budget 
re- releases. If the 

name is changed from the first issue, 
perhaps they hope it will not be remem 
bered? Of the three shoot em ups I Just 
preferred Ikari Warriors, but that is a 
re -release, and SAS simulator is a very 
close second for a newly developed game. 
The next types of game that come in 
"proliferation are the variants of the plat- 
form and ladders games. The games here 
are two of B.WARE s, BILLY BOUNCE 
and JUMP JACK, and Encore's BEYOND 
THE ICE PALACE. Hie two B.WARE 
games arc novel and were obviously con- 
structed on the same plan since, 
although the characters are different, the 
concept remains the same. Both games 
are superbly illustrated with large sprites 
of friendly characters. Jump Jack Is a 
small devil while Billy Bounce is a Ball. 
The biggest difference between the two is 
that Jump Jack takes place on a limited 
screen that needs items to be collected in 
order to leave a locked door while Billy 
Bounce has a large scrolling screen 10 
bounce around in order to find his ob- 
jects. Both games are amusing and frus- 
l nil iug and lhe difference in screen lor 
mat allows enough individuality to make 
them both worthwhile purchases. When 
compared with the Ice Palace though 
both seem to pale slightly. This is a 
cheaper version of a fairly successful 
arcade romp with a small and beautifully 
formed Barbarian leaping around explor- 
ing dank underworlds, meeting exotic 
monsters and, with the help of the earth 
spirit pig. killing them. Both music and 
animation here are strong and 1 remem- 
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bar recommending this in an earlier Page 
6, The game is still as good and even 
cheaper. It is perhaps unfair to compare 
Ice Palace to the two B.WARE games 
since they have different ways of obtain- 
ing customer satisfaction. Both B.WARE 
games have adequate and pleasant spoi 
effects whereas the Ice Palace maintains 
all the full price sound and e fleets it 
received long ago. Any of those three are 
an excellent buy and all are worth trying, 
To complete this tour it is worth looking 
at the thoughtful' games Smash 1 6 s 
WARLOCK'S QUEST and the wonderful 
CAPTAIN BLOOD, Mastertroiiics HUN- 
TER KILLER and En core's BATTLE- 
SHIPS All these are re- released games, 
although the Warlock's Quest is more 
Arcade Adventure in the mould of Sor- 
cery. It has a split level screen with small 
sprites which, although entertaining, is 
not up to Ice Palace standard and the 
strategy element is not strong enough to 
make it an adventure. Battleships is a 
cheaper version of a previously reviewed 
game that in this age of save the trees 
deserv es buying if only to save the paper 
used in this schoolboy diversion. It Is 
loud and noisy, user friendly and fun to 
watch, you can even play on your own. 
Hunter Killer is an excellent submarine 
simulation that is deserving of long re- 
views, suffice it to say that the graphics 
and specialised effects on this mouse 
controlled game make it a must for 
strategy enthusiasts. Il oilers a realistic 
feel with suitable noises, I found it great 
run. 
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Top left - HUNTER KILLER 

Top right - WARLOCK S QUEST 
Bottom lejl - CAPTAIN BLOOD 

Bottom right - BATTLESHIPS 



Finally the bargain of the year - Captain 
Blood for less than a fiver! This was a 
classic tUutie t ontaining everything you 
could wish for on your ST, il lacks the 
I'n IK ilHailed manual of the original bin 
otherwise a whole world of colour, sound 
and puzzlement awaits. Tills game could 
be a flagship for the cheap re- release. 
The only valid comment on il is that if 
you have not yet experienced the game, 
do buy It as even the soundtrack pleases! 
The budget market is certainly well 
worth investigating. 



GAMES REVIEWED 




BILLY BOUNCE 


Bware 


£5.00 


JUMP JACK 


Bware 


£5.00 


CAPTAIN BLOOD 


Smash 16 


£4.99 


IKARl WARRORS 


Encore 


£9.99 


BATTLESHIPS 


Encore 


£9,99 


BEYOND THE ICE 






PALACE 


Encore 


£9.99 


SAS COMBAT 


CodeMasters 


£4,99 


HUNTER KILLER 


16 Blitz 


E4.99 


WARLOCKS QUESTSmash 1S 


£4.99 


TNT COMBAT 






MISSION 


Smash 16 


£4.99 



THE 

KING'S 
QUEST 
COMPANION 




A Review by John R. Barnsley 



This new book on the Sierra King's Quest series does more than provide 
answers and maps to games I to TV* Author Peter Spear skilfully weaves 
and elaborates on Roberta Williams' stories about Che world of Daventry, 
transforming a mere clue book into an entertaining story. 
According to the author* it all began when he started 'receiving electro- 
nic mail from Daventry". The mail was from one Derek Karlavaegen* a 
self-described writer and magician* who dwells tn that land* In his 
messages he describes those fantasy worlds in far more detail and colour 
than is possible in the games themselves, and Spear edited Kartavaegen's 
messages into stories that guide the reader through each of the quests. 
The first section of the book is ideal for people who wish to discover more 
about the fantasy world they're exploring* and at the same time Jind the 
answers to a puzzle or two along the way. This isjtne because, unlike a 
standard walkthrough, there is little chance of unintentionally reading 
more than you need to know and spoiling the fun by salving other puzzles 
yourself. This particular section covers about 200 of the book's 362 
pages. The solutions to the games are treated in a mare direct manner in 
the section entitled 'The Easy Way Out'. 

A 'Things To Come' section tells how to deal with each of the main 
puzzles, and you get step-by-step solutions and maps in 'How To Da If. 
The King's Quest IV solution t for example, lists the Jive quests that you 
must complete and warns yau to avoid areas like the Ogre's House in the 
early stages* and finally fleshing-out' the full solution to each quest. 

The final section of this book is 'An Encyclopaedia Of Daventry', com- 
piled by Spear* which alphabetically lists every creature, person, object 
and place in the land, and then notes the King's Quest games they are to 
be found in, providing a suitably flowery description that explains it's 
purpose and where to use it. This is the section I found most intriguing, 
as it offers the fastest way of finding precise information on a specific 
topic. 'The Final Score' answers a persistent question: 'Woio do you get all 
the points in each game?". 

If I had to buy a clue book about the King's Quest series, this is the one 
I'd want. In addition to telling yau everything you ever wanted to know 
about Daventry but were too lost-ln-the-woods to ask, Peter Spear spins 
some fascinating tales of his own! 



THE KING'S QUEST COMPANION 
by Peter Spear 
Published by Silicon Valley/Osborne McGraw-Hill 
Available from Page 6 at E14.95 
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PeterHickman's 



COLUMN 




OUR STOS COMPETITION 

This issue sees the end of the super competition I launched about four 
mouths ago. at least it would be if I had received any entries*! tl Yep* that h s 
right , I have not seen one disk pop through ray letter box containing an 
8-bit classic. So after a short consultation with Richard (I can + t stand the 
■tress) V aimer and Aaron {I've just thought of another brilliant game I can 
write with STOS) Fothergill we have decided to change nature of the 
competition a fait. 

1. The closing date is now August 2Sth 

2. Instead of writing a conversion of any old 8-bit game, we now want 
a platform game which Is faithful to old favourites Uke Miner 
2049er F Manic Miner. Lode Runner and Jump Man 

3. With your entries remember to Include your name, address, phone 
number tlf you have one), program source code {if you submit a 
compiled program), and finally please tell us If your program has 
any special requirements 

to remind you of the brilliant prize* on offer here Is a complete Hat 

FIRST PRIZE 

STOS MUSICIAN, STOS MAESTRO PLUS, STOS COMPILER, 
SPRITES €00, THE TOTAL MAP EDITOR (TOME) 
and MINI OFFICE PROFESSIONAL 
(COMMS, SPREADSHEET AND GRAPHICS) 

SECOND PRIZE 

GAMES GALORE, SKYSTRIKE PLUS, LANCELOT, 
TIME A MAGIC and STOS MAESTRO (not the Plus version) 

THIRD PRIZE 

THE THREE PUN SCHOOL 2 PACKAGES 
(under 6% 6-8's, and aver 8 r s) 

As if that wasn't enough Mandarin are putting together a new edition of 
GAMES GALORE (surprisingly called GAMES GALORE H) and they want 
some more stuff to go on it, you never know it might be your game I Of 
course if 1 don't get any entries this time I will just keep MINI OFFICE 
and Hog the rest for a nice profit, so get writing and send your brilliant 
platform games to me at the usual address !t 



Over the past few issues you may 
have noticed that I have been 
golnfi over-thetop with Informa- 
tion for products that Mandarin never 
seem to launch. This Is going to be the 
final update until they are released be- 
cause to tell you the truth it's getting 
pretty boring saying the same things 
month after month. To be fair to Man- 
darin they have suffered a bit of bad luck 
concerning a few of their STOS releases 
but hopefully (fingers crossed!) this sum- 
mer should see a steady stream of STOS 
related products appearing in the shops. 
First on my list Is STOS Musician, this 
little gem has been totally rewritten since 
news of its release broke in November, it 
looks fabo but I still don't have a positive 
release date. Cartoon Capers, winner of 
the STOS competition has finally 
appeared, I have a review copy which 
(unfortunately) seems to have been 
slightly damaged In transit so all I could 
salvage from the two disks was the twin 
joystick extension which allows you to 
read both joystick ports, look out for a 
review in the next issue. Last but not 
least is STOS V1DI the video digitiser 
This Is a tricky one, I have seen the 
hardware and the STOS extension which 
controls the beastie but the editor soft- 
ware has yet to be written, so once again 
there is no positive release date. 
While I'm on the subject of STOS pro- 
ducts, Robin Edwards of Budgie UK has 
sent me some copies of their latest 
licenseware STOS games, Mr Dig, Tank 
Battle, Crystal Caverns and Space Blob. 
All of the games are available from the 
Page 6 PD library, so check 'em out. 
Unfortunately the source code is not in- 
cluded with any of them, perhaps Budgie 
would consider publishing a collection of 
STOS source so that everybody can take 
a look at how Kobin has achieved such 
good results. 

BOOT SECTOR 
PROTECTION 

Programming time. First up is a neat 
utility by Daniel Spooner. It consists of 
two programs, one writes a unique code 
onto the boot sector of the disk, the other 
is a small program to read the boot sec- 
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tor to see if It contains your code. Type tn 
PROGRAM 1, here's how It works. 

LINES 10-270 Displays the credits and a 
short message from the author 
LINE 2 SO Peek s location 1 190 to check 
the status of the ST disk drive(s), if only 
drive A is present this location will hold a 
value of zero 

LINES 320-340 Make sure there is 
enough memory to reserve a hank that 
will hold the sector data 
LINE 350 Calls the TOS function 8 
(FLOPRD read disk sector) using the 
STOS Trap function 

LINE 360 Cheeks to see if the sector was 
read properly 

LINE 370-450 Let the user enter ten 
numbers These are stored in the array 
CODEC 

LINES 460-470 Write the numbers con- 
tained in CODK() Into the start of the 
memory bank reserved earlier (which 
now holds the sector data) 
LINES 480-490 Execute TOS function 9 
[FLOPWK write disk sector) and check 
to make sure no error occurred (any 
errors detected by the TOS routine are 
put into DREG(O)) 

Having typed that it, stick a nice freshly 
formatted disk into the drive, save the 
program then run It, You will be promp- 
ted to input some data, enter ten num- 
bers (try 10-100 for now) remembering to 
press RETURN after each number, if all 
goes well the program will display the 
message "Protection Complete", of course 
if it doesn't then there is something 
wrong with your disk!! Ok now you are 
ready to type in the program which 
checks the disk for the boot sector infor- 
mation PROGRAM 2. 

HOW IT WORKS 

LINE BO Clears the screen 

LINE 70 Jumps to the sector checker 

LINE 80 Displays a nice message If the 

sector checker shows that the disk has 

been imprinted with your code 

LINE 50O0 Sets up an array to hold you r 

code and creates a memory bank to hold 

the sector 

continued + 



! * rmm COPY PfflTJ T E C T Efi 
2B rmm 

JB rmm By D*rii*l Epranar 
:.' rmm 

•SB TCKT*-» C»"V PROTfCTES i» m projr** which •n*blM m to ErMli a 'Funny 
format to protect your qmrnmrn f 1 pm b*tnq copLtd Dmt to Ln». It worka b«a.t 

with th* 1 wr a* no anm earn look through you prooraai for th* cndn. . . . 

COPY PHPTECTES »'"PlY ehangp* th» mm of th» *ddrm a in *ir*.t itctnr . Than 
your program c«n I oak for th*M ctrirvg*! «nrf tak* th* appr opr i *t» *t*p* - m. g . 
Tn* ivitM sight cath or go into * Dwwo Hod*, locking th* u»«r out." 
** TgjiT^TI*T**" B l ■ | l uu thii Mthnl a* SEtf and mo*t athw dlak captin don 't 

m**n and pul it on mli your jimi *• ST05 ■ • good 
progrua' And you would atop ppopl* copyj no 1 " 



copy th-» boot iKtnr. Dtu 
b«M for Public Pcmlpv 
•3 ■ 

?I r«i set yp 



?B tad* 3 p 4iit 27 i cl» i click o*4 
pa.l»ttp. *B»«777.**\*777 ( w*lt !■ i 
IBB TIL*- H C0f"r- fftdTECTEH ' - , 



■ k*y off 
By Suilpl 



i curi oi4 i hid* or, t 



C*£0*-flip* [CPEpm 



12B r p«i DO A f-nmcv snROUL" 

13B , 

tcroll 1 .M,4p» to S2fl,4B,-4,B i ri*f toroJ 1 2,1,14 to 3-l* t T3,*,» 

15B tor LDDP-l to lon<TJL*J i undw on c tocat* 3*,3 i print mid* <T|L* T L0QP, I ) j 



l&B Watt vlil r *:rrj-H 9 ■ hilt wbl * *croi 1 

]7B for LDOP- i to 34 i wa.lt vol ■ wcrol 1 1 

IBB for Lad-"- E to ] aui f r.RETJ* i = Irxitt B,B i 

I wait vol k pcroll 2 ( wait vol * acrol I 

2BB for LDOP«>b to IB ■ wait vol i Krol 1 2 



i locat* P.3t * contra H P LEASE 
fad* 3 4 -tit 27 i nod* 1 



1 9 n*n t LDOP 

i wait vbL p Krol t 1 a ntHt LUUP 

pr.-i! -ld»lCPED»,LUW h lJ [ 
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wait wbl i acrol \ 2 t 



HIT A N V 
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2 IB LinUor- off 
J3*J «*it 4wy ■ 
23B ■ 

Z'B r** NQU ON M1TM THE MflTM 
29« e 

2h* nomm i und*r on s cmtn "DOPV PRDTFCTER 1 * i under off 

2?B print ; , r print TEXT* i t 5 i palatt* *a , • 77 7 1 tB . Ml 

2«B print i print i umimr an i print 'Prot«t*r now in Pet Ion"" i undar o*f ■ 

print i print , if dwk ( 119BJ -1 th*n t**-"A" , goto Z*a Input "Sntor Driv* 

Ifil'f}} " 9. ERt d HFt«-upO*rt1l>f1*P I Jf Pfii--fl» or W*-"B" th*T( 39B ()U boll I print 
I print ■ print t print "Surry! Can t hhj that driv»>- I goto 32P 



51 U r*a ChfECK IMSSk flNtf WLnaRt 
31S i 

3ZB print : print i print j print 
print | print i print i print 
33fl i+ IrMdim thpn print 'Sorry 
q print i print i print 'Nhh fr* 



rlun I mart DL«k to Phatvct 



wait h*y 



jp *Ij,mi: 



nat *Tnjwghi mm* 
I5BS0 bytva ! " 



- y t □ 1 oad Bmc tor ! ~ 
wait kmy t d*4*ult 



i*B tew IB i r*rmwr-fm am work ifl, IBOBfl 
X9B trap 14,Q, ,i r*EH p .1 0, rW Dfl. .w 
Zht 1 4 dragLHJO* th*n print i print ■ 
Faulty"?!- t M4it mmy w d»f*u]t b and 
ITU print l print * print ■ print "Dtp* 
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print -Error tin loading Sac tor. . . 

B»ctpr Loadod - Now Inpat d«ta.. 



I D i ■ k 



print 



Entry to htflh - try 



print , print i print ■ dl* COW US) 
3BB 3 

39fl r-,- POM EWTEH DATA 
4«a : 

*i9 T-«o»t i inc CDUWT 
*M input DAT* 

■» if V iL<MT»>SMM than print i print 
-gain 1 * p print i print l goto 42S 
**B CQDtlCUUWT i "vaMDflTtl 
49B until COUHT-IO 

4fc* print t print • print ■ print "Mow Saving PotdV 
47M PCk-fCM c f*,r A-l to IB i poka POK . DOW ( fi j j inc PQt? i narHt n 
4E» tr*p l*,fl T .1 HH, . I B. .« DR T ,m 1, M B. ■ N B, ,« * 

*SH Sf dr*g(BX>B and ERRafaJap than print ■ print i print "UnaOl* to mmvw Data 
(♦--it* prot*ct«J"'J- i Mil kpy t print i print ■ print "Try To Smvm Data 
Anain.,. - i ERR>tPu( 1 ooto 46B 

466 if dr*g<BP<>8 *r>d ERfl-tru* than print , print t print "Sorry [ L «nr-ts( Thang, 
thl* d|*k «t all?" i print i prirrt -Return to Editor.,.- t -a.t k- ¥ i default i 

Kid 

*»B print i print i print J print "Protection Coatplpt*" t wait kmy I dantault , 



Listings 1 and 2 - Boot Sector Protection 



IB rmm FUNNif FORMAT CHECKER 

3B r« By Dani*l Epunar 
4B r*a 

3B : 

tj£J k*y off j : ii' ■ off i hi do on « 
7B inJ 3BBB i rmm OOSUi TO THE FUhHV FORMAT £IT! 

SB no*** ■ cantra 'Mai com, art l*a«t you don't BirPtO" I print ■ print r print 
"Ju«t to *how you that lactor,.," | print t HEH— at ar 1 1 LB 1 ■ -for A-l to IB ■ 
print p«*klP*EH> | inc HEH T h*Ht A ■ print i print "Thank you for u«lng Dqpy 
PROTfCTQp-" i wait kmy ■ default ■ and 

5BBB O-ih IB i r«*rv* mm work IB.lBMfl i tCN««ttrtUI) i dii> CODECIBl ■ 

friklB LDI^MJ-1B i COBEt?] *2B ■ CODEC?) -SB ■ COSCI4I-4B ■ CODE ( S I - SB ■ CODE ibJ-ta 
i CDDEH7I-7B i CDDFifJP-9B j C0Dei9>-og . CODE r. i B> - IBB 

5BIS : 

trap J4.B, ,1 HEH, .1 B, ,x B. -■ 1, r* *« B, ,« 1 



=B4B fi«- LOOR-I to IB ■ if en* tr1Eft)<>CODC(l_OOPl than DWftrui 
5B5B l-., MEN i nwjit LOOP 

5B7B if CRAW-tru* than tiaah 0 h - < ;«.JK3M. II II3BB, 3) J i fM ,3> f3Bf» p 3) f 5BB , 3 J • i 
r*p*at i contr* "SOFTliAftE PIAflFE BDPTwflKF PI FMTE 1 " t print « Boo* i until 
truvf alma- 
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LINE SO 10 Puts the code in the array 
CODGO 

LINE 5020 Reads the boot sector Into 
the memory bank 

LINES 5040- 5030 Check to see if your 
code matched the one on disk 
LINE 5070 It the code Js different to 
yuurs this line docs a bit of flashing and 
calls? you a pirate!! Nice huh? 

I would just Like to say that neither the 
publishers of this magazine or myself can 
be held responsible for any disks corrup- 
ted by using this program, although if 
you use it properly it could be a very 
useful utility, iL works Ibr rncf Still , if you 
take the advice of one of my old computer 
science teachers the only way to protect 
your software from piracy is to lock ii ina 
safe, and that was a recommended exam 
answer!! 



LET'S GO CYCLING! 

IJemos now. Many of you out there in 
computerland will be familiar with the 
type of programs that are coming up, 
they follow some very sou nd principles 
that have been discussed in great length 
within magazines such as COMPUTE!, 
BYTE, and PERSONAL COMPUTER 
WORLD, all of which are fabo magazines 
but don't feature any STOS stuff. Prog- 
rams 3.4. and 5 all draw strange pat- 
terns on the screen, and use the MOD 
function to produce cycling colours. They 
all follow a very similar format so I will 
just give you a breakdown of PROGRAM 

HOW IT WORKS 

LINES 80-170 Define the main variables, 
note the # symbols define floating point 
numbers. Try changing R2 to 60 and R4 
to 20 

LINES 1 90 280 Calculate coordinates 
and draw the lines. The colour Is cycled 
from 1 [o 15 (arid back a^ain) by using 
the MOD function. Try changing the 
SET#/0.2 in LINE 230 to other values to 
produce some more weird patterns 
LINES 310-380 Contain yet another 
colour cycling routine, this one simply 
reads the value of a rolour register and 
places it into the register below that one, 
thus cycling the colours down 
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Above and top right 
- Peter Hickman's graphics demos 

Bottom right 
Francois Lionet's Robots demo 
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If anybody comes up with any interest- 
ing variations on these programs, send 
'em to me and Til stick the best ones in 
the next issue (if I get any!!!!) 



SEND IN THE DROIDS 

This issue's last program is a mega 
demo from Francois Lionet, It consists of 
1 5 robots moving up and down in a wavy 
line Type In PROGRAM 6, but before you 
run it make sure you have a disk con- 
taining Lhe file "DR01D,MBK" (from the 
STOS accessories disk) in your drive. 



HOW IT WORKS 

LINE 85 Loads the sprites 

LINES 90-150 Sets up the screen, grabs 

the sprite colour palette and turns the 

automatic sprite update 

LINES 170-200 Draw sprites 1-15 In 

turn, and starts them moving 

UNE 210 This Line Is interesting because 

it causes a small delay between each 

sprite initialisation, this means the sprite 

has a small time to move before the next 

sprite appears, thus giving the wavy 

effect!! 

line 220 Switches the animation on 



LINE 2BO Slarl -■ :>• m,mn:il sprilr up 
date process 

LINE 270 Clears the background screen 
LINE 280 Redraws all the sprites fin the 
background screen] 

LINE 290 Swaps the screens making the 

sprites instantly appear 

LINE 300 Waits for 1 VBL 

LINE 310 Waits for the mouse key to be 

pressed 



LEARNING TO SPELL 

Before I pop oil Id mr just tell you abnul 
a new addition to the Page 6 PD library. 
A new educational program called Magic 
Speller has recently been sent to me by 
Jim Flewker (hi Jim!), Jim also wrote the 
excellent Multlmat program which can be 
found (along with my Treasure Search 
game) on ST231. The main attraction of 
Magic Speller is that It features speech, 
not digitised but actually STOS gener- 
ated speech U The program which does all 
the work Is actually a PD speech gener- 
ator which has been available for some 
time - SPEAKTEX, This program was al- 
tered slightly (so that It didn't interfere 
with the STOS interrupts) by Martin 
Taylor, a copy of the program together 
with a short tutorial from me and 
documentation will be available on the 
next Page 6 STOS column disk (together 
with programs from the past few Issues), 
so for more details of both these disks 
drop Page 6 a line. 



COMING NEXT? 

That's about it for this issue, next time I 
will (hopefully!) do a SPEAKTEX tutorial 
a couple more demo's and on a more 
sinister note 1 will be discussing ' he mis 
use of STOS as an easy medium for dis- 
tributing various types of VIRUS. Until 
then keep STOSing and don't forget to 
send me any questions, programs, and 
most importantly competition entries 
(please!!!). 

Write to me as follows: 

Peter Hickman 
36 CLEVERLY ESTATE 
WORMHOLT ROAD 
LONDON Wi 2 OLX 
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EDUCATION 



PLAY AND READ 

LEARN TO READ WITH PROF 



This unusual educa- 
tional package from 
Prisma Software is 
aimed at helping children 
leam to read 11 has no age 
guidance on It, but should 
be suitable for any young 
child who seems ready to 
begin learning. It uses lower 
case letters throughout, 
tearhes words chosen from 
an educationally approved 
word list, and conforms with 
the National Curriculum re- 
quirements, so should be 
compatible with other chil- 
dren's reading schemes and 
books. I received only Part 1 
for review, but there are 
three further parts available separately 
which build on the words learned here. 
The package is expensi% r e. but does in- 
clude rather more lhan usual. There are 
two disks, one containing an introduc- 
tory story- program and the other a learn- 
ing ftame. There are also five slim, illus- 
trated books containing the words lear- 
ned In simple story form. Finally, there's 
an audio cassette featuring actress Patri- 
cia Mayes, which coniains a 111 minute 
introduction to the package. This is de- 
signed to be used along with the story 
disk, and provides associated graphics. 
The two are designed to run In synchron- 
isation and work Impressively well 
together. The graphics are good, being 
big. bold, colourful, and very picture 
book" in style. 

The main program, the learning game, is 
structured into live "books', each corres- 
ponding with one of the printed books 
provided. Each book is further subdi- 
vided into five steps, the successful com- 
plel Ion of each acting as a progress 
milestone. The opening menu allows the 
game to be started at any step in any 
book, but once into the game you can't 
gel back to this menu without rebooting, 
should you change your mind. 




Title: 


Play and Read 




Part 1 - Prof Plays 




A New Game 


Publisher: 


Prisma Software 


Price: 


£29,95 


Reviewer: 


John S Davison 



PLAY THE GAME .... 

Each step consists of a simple word 
game, which basically consists of match- 
ing like words. This is done by guiding a 
little animated figure to a word on the left 
of the screen using the arrow keys, then 
finding the same word amongst those 
shown elsewhere on the screen. The child 
'then has to read the word oul loud and 
guide the figure lo It as before. This 
usually involves guiding the figure up or 
down a ladder to get to the eorrect part of 
the screen, Although the controls arc 
easy to use. the game should really be 
played under adult supervision, so gui 
dance can be given when required. 
A correctly matched pair of words re 
suits In the little figure juinping for joy. 
and when all the words displayed have 
been paired correctly another cute little 
animated figure appears at the top of the 
screen as a reward. New words are used 
after two consecutive all correct screens 
are completed. Incorrect pairings result 
In a rude noise, removal of the offending 
word from the screen, and no reward. 
Once the requisite number of reward 
figures have been earned the game 
screen dissolves into a colourful picture, 
captioned with some of the words learned 
In the game. The child can then practice 
reading these, before proceeding to the 
game's next step level to leam more 
words. This continues up through five 
steps, with different pie lures being used 
at the end of each. Some pictures incor- 
porate tiny animated characters to add 
variety and Interest. 

The game graphics are simple and rlean 



and the sprite animation is 
generally well done. The end 
of step pictures are similar to 
those used on the Introduc- 
tion disk Sound is restrii ted 
u> simple tunes, musical 
phrases, and occasional 
bleeps and burbles, and I 
feel the authors could have 
tried harder in this depart- 
ment . 

.... NOW READ 
THE BOOK 

When all five steps have 
been completed the child 
may read the book relating to those 
steps. By this stage he/she should be 
able to recognise all the words, and 
hence successfully read the book righi 
through. This is a major achievement, 
and should work wonders lor the child's 
self confidence. At the end of the fifth 
book the child should have a sight voca- 
bulary of 63 words. 
Although I found the package lo be a 
well constructed and presented 
leaching/learning aid. I do have a couple 
of criticisms. Firstly, the whole series 
seems to be based on the character Prof, 
but he's hardly mentioned anywhere ex- 
ecpt on I he box! He's referred to variously 
as the figure or Ihe little red man' in 
the Instructions, book, and eassette! He 
does appear in illustrations throughout 
ihe five books, but 1 can t understand 
why the aut hors haven't given him a 
stronger Identity. Perhaps they do in 
later parts of the series. 
Secondly, the same word game is used 
throughout, which could in some cases 
lead to that common problem afflicting 
many educational programs - tedium. 
The authors could have used a different 
game formal for each book to add more 
variety. However, using the same game 
does mean a lamillar learning vehicle is 
available throughout, which some chil- 
dren would find reassuring. 
Despite these criticisms I liked the pack 
age. and 1 can imagine its intended audi 
ence enjoying using it. And if it makes 
learning to read more enjoyable then its 
achieved its purpose. If 8 rather expen- 
sive, so try to see It demonstrated before 
buying. 
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The RESOURCE FILE 

where to find support for your Atari 




The 1 Resource I tie is a service provided by 
PAGE 6 tn help Atari owners find sources of 
information, help and supply An entry In 
Ihi^. N-uiure does, no! netevwarily imply any 
endorsement by PAGE 6. The reiatlers shown 
are those whu ur* known to have supported. 
Atari for some time hut things chanae and 
iKLidfrs u re 1.H It. !■> < heck for themselves to 
ensuie that the information is still turrenl. 
We would ask any readers who find informa- 
tion to be inaccurate or out of dale to let us 
know so thai an c-ntry may be amend? d »r 

■:!■:'! 1-1 H.I 



RETAILERS 



I'Se fallowing nla^r** kav* been re- 
mowd fn-.m nr Resource File 

SltJCrJA'eF.vmi Edinburgh 
flvroiO ■ Nottingham 

ATARI WORLD 
15, fennel I 5irt**1 
MaiK Hester 

M4 3DU 

I el. Ob ] 834 4941 

BRKiH ION COMPUTER t.XCHANGE{£ 

2, Ann Street 

Brighton 

UN I 4GP 

Tel. 0273 S70240 



ABC 

Contact Mike Donoghue. 1.54, St. 
LtOnanb Road, Leicester. Lfc2 3RZ. Tel. 
0533 700190. Retailer .m.l K-:h s 
and ST user groups 

JtCt. "SER GROUP 

Contact Martin Sharpc, 26, Brooklyn 
Court. Bradford Road, CleckhtatOfl, 
West Yorks, BO 1 * 4 T | . Tel .0274 65 1 1 M 
{24 hours]. Monlhly meetings, newslet- 
ter, trips, discounls etc 

A. If. G, (I ft ELAND I 

Contact Mike Casey. 3, St. Kevins Park, 
KiliruKUd. Co. Dublin. Ireland. Tel. 01 
881830 or 6BS 01 885634 (24 tMHIO}. 
Monlhly mertlnys and newsletter 

BESTWOOD K BIT USER 
GROUP 

Contact David Taylor. 60 Stevenholme 
Crescent, Bestwood Park. Nottingham. 
NG5 S[W. Tel. 0602 20*735. S-bil local 
users only 

BOURNEMOUTH AMD POOLE 
VTUH I'M It GROUP 

Contact CoLin Hunt. 24fi, Wimborne 
Road. OakdaLe. Poole. Dorset. ST, S-bit, 
hardware and software development. 

BURY ST, EDMUNDS USERS 
GROUP 

Contact Gary Brummuye. 22, Ridley 
Hood, Bury St. Edmunds, Suffolk. IP33 
3-HS. Please send SAE for details. 



BBS 



Nun it: THE VILLAGE 
Number: 01464 2516 
Hours: 24 Hours/? days 
Baud: V21, V22, V22BIS, V23 
Features,: ft bit area, ST area, CP/M 
area 

Nome: INFOMAf 1QUE 

Number: 0001 764942 (Dublin) 

Hours: 24 Hour 

Baud: 300/300 and 75/ 1 000 

Features: ATARI SJG and program 

library 

Nome: LEICESTER CENTRAL 

Number; 0533 700914 
Hours: 24 Hours 
Baud: 300 and! 200/ 7 5 
ream res: B bit area and ST area 



COMPUTER ADVr.VTURE WORLD 
Bank Buildings 
1A, Charing Cross 
oirkenh.eadl.lt "II 
Tel. 051 oftft U32 

COMPUTER CAVERN 

9 Dean Street 

Marlow 

BttCfcl 

SL7 3AA 

Tel. 0628 391 101 

COMPUTER CAVCHN AND |UST 
TAPES 

] | ondon Street 
Basingstoke 

Hants 

kG21 7NT 

Tel. 0256 472231 

COMPUTER CAVERN 
22. Morky Street 
Swindoet 
Wilts 

Tel. 0793 4H:S608 

COMPUTER CAVERN 
2] . Harris Arcade 
Rcadiny 

RG1 ION 

Tel. 0734 5B3062 

COMPUTER CEN IRE 
174. High Street 
I [urn church 

Esmx 

Tel. 04024 75613 



COLCHESTER ATARI USER 
GROUP 

Contact Mike Harrison. 172, Harwich 
Road. Colchester, Esse*. <_04 3DD. 
Meets fortnighlly. supports all Atari sys- 
tems. Tel. 0206 B6703] or 0206 42-VOO 

CLUB CENACLE 

Contact Michel Breton, CJuh Cenacle. 
B.P. 4 a . «1 30, Sannois TRANCE. XL. 
XEandST uviv newsletter YD lib-iory 
contact with users and user groups any- 
where in the world welcome. 

FaST (Fast ST Basic Users. 
Group) 

Contact Simon Rush, 42 Vork Road, 
RayleigPV, Esse*, SS6 8SB. Tutorials in 
Basic ami 6K000. SAE for full details. 

FLOPPVSHOP ST 

Contact Steve Delaney, 50. Stewart Cres- 
cent, Northfteld. Aberdeen, AB2 5SR. 
Tel. 0224 691824 

The GATEWAY CLUB 

Contact Phil Herberer, l£>4d Raddilh- 
Road, Lnkenheath. Suffolk. Tel. (Eris- 
welll 2363, All computer club with Atari 
section. Meets one* a month. 

LACE (LONDON ATARI 
COMPUTE. H ENTHUSIASTS) 

Contact Glenn Leader, !43 Richmond 
Road, Leylonstane, London , Ell 4BT. 
Tel. 0] 556 0395. XL.XE, ST users Great 
newsletter and PD library 



GLASGOW COMPUTER CENTRE 

Virginia Galleries 

33 Virginia Street 

GldMOW 

CI ITU 

Tel, 041 5S2 IS22 

HI-FI Wl SI f.RN I TD 
^'2. t ambrian Rtwid 
Newport 
CwcdI 

Tfl Of. is *27')0 

LAOBROkE COMPUTING LTD. 
13. Ormskirk Road 

Pn.-M : i ri 

lanes. 

PR I ZO.P 

Tel- 0772 21474 

LIVINGSTON COMPUTER CENTRE 
17, The Mall 

Craigshill Shopping Centre 
Livingston 
Wvw I ihtluan 
Tel. 0506 3697K 



Name: CHARLY 

N umber: 04 .S l / i 1 6 42 Germany 

0 1 0/49/4 5 1 /3 1 64 2 fro m En u I a n d 

Hours: 24 Hours/ 7 days 

Baud: 300. Sal 

Features: Aturi fi-bit and SI oreas. 

P.D. software. Some German 

required! 

Name: THE ARK 
Number: 02\ 353 54B6 
Hours: 24 Hours/ ? days 
Baud: 300 or 1200/75 
Features: 8 bit with Downloads, 
hints r swaps etc 

Namc: CRYSTAL TOWER BBS 

Nurnl>er: 01 886 281 3 
Hours: 24 Hours 
Baud: 300 to 2400 
Features: Atari section which 
needs your support! 



X 



MICRO-TRONltMi 
27a, Market Street 
Tomworth 
StJitTs 

Tel. 0627 .-vl-JKO 



ONE STEP BtVOND LTD 

Lla, faille Meadow 

Norwich 

NR1 3DC 

Tel. 0*03 663796 



Ft KTS ELECTRONICS 
1*7, Parnel] Street 
Dublin I 
Ireland 

l ei. 0OOI 72779y 

SOI rWARE EXPRLSS v 
212. Broud Street 
BirmLnqham 
BI5 2AV 

Tel. 021 643 9100 

SO ET WARE EXPRESS 
9 Exettr Street 
Plymouth 
Devon 

Tel 07S2 2652 76 

UK I T t.ROSI COMPUTERS 
-Brooklyn Court 
Bradford Road 
Cletkheaton 
W.Varks BDI9 4TJ 
tel. 0274 fi'il ] U 



A.S. WOOTTON !^ SON| 
1 16 P Edition Road 

Crewe 

CW2 7HD .. I 

lei. 0270 214 H8 



VORK ( OMPl.'ll H H M Ml 
Kl DtivyijOti; ^rcodf 

Oavygdte 
¥ork 
yoi 2SU 

Tel. 0904 MltW)2 



LUC'S (LEEDS USER GROUP) 

Contact Dave on 0532 717712 anyiirrn-. 
1050. ftlO, cassette users welcome, Send 
SAE 10 P.O. Box TR7. Leeds, W. Yorks 
LSI 2 5 PC 

LVAUC (LEA VALLEY ATARI 
USERS GROUP 

Contact Matt Tydemun. 32^ Cadmorc 
Lane. Cheshunt. Herts, EN5 9|H. Regu- 
lar meetings urut newsletter, 6/16 hit. 

MACCLESFIELD COMPUTER 
CLUB 

Contact Peter Solomon. Tel. 0625 20782 
ex'enirtijs and weekends All computer 
club with Atari section. Meets fort- 
nitjhtly. 

NORTHERN ITALY 5T FANS 

Contact Carlo Bianchini. Viate Aroonne 
12, 27100 PAVIA, Italy 

HOC HO ALE ATARI COM PU- 
TT ft ENTHUSIASTS (R.A.C-L.) 

Contact The Secretary, P.O. Box 1, Roch- 
dale, Lanes OL12 BTQ, SAE appreciated. 
All Ataris, meetings fortnightly 

SIC ATARI 

Contact Olenn Leader. 143. Richmond 
Road, Leytortstone, London. F.]l 4BT. 
lei 01 5S6 0395. For 1hose interested in 
more unusual applications. 

ST USER CLUB 

ContuLl Tony. S, Ethnard Road, Peck- 
ham. London, 5EI5 l?U Members with 
double sided drives 



1 



USER GROUPS 



HfOLIRBRIDGL ATARI USER 
CROUP 

Contact Les Taylor. 99. Bredi.m Road. 
Stourbridge, Wets Midlands. DVB 4 LA. 
Tel 03&4 379575. Meetings oncf o 
mi"ith for B bit computers. 

S.W.AC (SOMERSET WEST 
ATARI GROUP) 

Contact |. Evans. H. Plein Street, Some- 
rset West, 7L30, Cape Province. South 
Africa. 51 and ft bit user group offeriny 
help and assistance to users in South 
Africa including township school* 
Worldwide support appreciated. 

VTB ATARI COMPUTER CLUB 

Contact C'hrLsnan Dciubarre, Hekstraut 
7. 9050 Everaem, Belgium- Tel. 
091/26 29.2^. ForXl r XE.Sl Oraanised 
talks, visits, etc. 

WESTMORELAND ATARI 
COMPUTER ORGAN!/ A HON 
(W.A.C L 0.) 

Contact Chuck Rosw, 209 EmroseDr,, 
Pittsburgh, PS 1S23S, U.S A Covering 
S-bit, large FD llhrary catalog, will mail. 

WORL D AT ARI PEN PALS Int. 
User Group (WAP) 

Contacl Mux Tc-rveen. Magerhorsl 8, 
Alphen aid Rltn, 2402 LP, The Nether- 
lunds. Tel. 01720 45.583. Members in 
USA, Canada, France. U.K., Greece, Cer- 
muny, Saudi Arabia. Have circulating 
uiNk (B-blt and ST>. Mail only- 



Name: CITY UNDERGROUND 

Number: 01 773 4756 
Hours.: Mon-r'ri 7pm to Bam 

Snt/Sun 24 hours, 
Baud: 300/1275 
Features: 8 bit and ST 

Name: THE GNOME AT HOME 

Number; 01 BSFJ 8894 

Hours: 24 Hours/7 days 

Baud: V23 viewdata 

Features: ST urea frame *1632.0#. 

ST Babble sturls on frame 

M632.9* 

Name: CBABtTS 

Number: 021 430 3761 
Hours: 24 Hours/dosed Thurs- 
days 

Baud: 300 

Features: ST/6 bit, Email to USA 
and Canada 



PAGE 6 reserves the right 
to delete any entry from 
this feature for any 
reason. Inclusion does not 
imply any endorsement 
by PAGE 6 and PAGE 6 
can accept no responsibil- 
ity for the accuracy or 
completeness of an entry. 
Please tell us if you find 
any entry out of date. 



Hundreds of disks for both the Atari XL/XE and 
the Atari ST but with a difference - every disk 
in the PAGE 6 LIBRARY is carefully selected 
we don't throw in everything just to make our 
catalogue bigger. 

Also PAGE 6 are the originators of THE CLIP 
ART COLLECTIONS - hundreds of quality im- 
ages to include in your DTP creations 

CATALOGUES AVAILABLE FOR BOTH XL/XE 
and ST - PLEASE PHONE FOR YOUR COPY 
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